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SUBSCRIBE NCIW AND GtT 
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FOR THE PRICE UF 4 AT 
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SAVE $3! 
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SAVE $10! 
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□ Super Mario 64 (#2753) 

□ Donkey Kong Gountry 3 (#27 54) 

ENCLOSE THIS ORDER FORM WITH YOUR PAYMENT DR CREDIT 
CARD INFORMATION IN A STAMPED ENVELOPE AND MAI LTD 
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r ITuC. MARIO KART 64 

WHEN YOU SUBSCRIBE! (OR YOU CAN 

DKC 3 or Super Mario 64 


’s Guide 
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□ nly Nintendo Power Magazine gives you all. ihe ins.de infurmmTidn, tips, 
AND TRICKS THAT WILL SHOW YOU HOW TD DRIVE YD UR COMPETITION CRAZY! 

IN FACT, EVERY ISSUE IS A CRASH COURSE IN WINNING. LEARN HOW TD GF' r MORE 
HORSEPOWER OUT OF ALL YOUR NINTENDO GAMES AND SYSTEMS. SUBSCRIBE NOW! 

CALL 1 “B00-Z55-37Q0 TO SUBSCRIBE FOR JUST $19.95* A YEAR AND 
GET A FREE MARID KART 64 PLAYER’S GUIDE. 

Canadian residents pay $27.95 
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imes, you put up buildings, but in Bias' 
knock them down! Power gives you the 
f wheres, whys and ^ ^ ^ \ 
f hows of blowing up, f 
m tearing down and . 

, otherwise demolish- f , $ ^ 

f Ing whoie cities in a r * v 
, order to save the f v % 

f world from nuclear £ 
a annihilation. W *mr- jm mr a 
















Strop on your chowi 
guns and get ready 
for mayhem, marines! 
We're loaded for hear 
with full maps and in’* 
depth strategies for 
the first 10 stages of 
the best Doom of ell 


This month, we have 
exclusive, complete 
maps plus ell the 
tips and tricks you'll 
need to keep from 
becoming dino chow 
A dinosaur is bad 
enough, hut e dinosaur 
with lasers? Get out 1 


Power editors dive a 
into the muck et m 
Interplay and fish out I 
on ooey, gooey I 
interview with pro*' 1 
dueer Jeremy Ai r*y , 
Find out whet all the I 
honger Is about 1 I 
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Erfai, Hew Je,sev 


PUlit 


It's springtime, and you know what that means—time to ^lebrace 
the season with generous servings of dell meats and cheeita! 
What's your favorite cheese? Could it be gouda, by chancy If »t «h 
tell us about your favorite gouda gaming experience. PronlCpy 



Boxers of Briefs? 

I've played Nintendo for 
about as long as it's been in 
America, and we're now 
blessed with the N64, bring¬ 
ing us Mario with virtually 
limitless control Yet under a 
pi le of dust, we see the old 
NES It is my favorite system 
Don't get me wrong—Super 
Mario 64 has endless possi¬ 
bilities and Super NES's Final 
Fantasy 111 has the most 
intriguing story of any game I 
have ever known, but noth 
mg can compare to the cre¬ 
ativity of the NES NES 
designers didn't have the 3-D 
play control or CD sound, so 
they needed a plot so thick 
that players couldn't escape 
My advice to a’I of you is 
this dust off your old system 
and relive your childhood 
For the price of an N64 game 


you could buy an NES with 
one controller and at least 
two games 

Jeff Gustafson 
Via the Internet 

That's a very good idea f Did 
you also know that for the 
price of a real Lamborghini 
you cou Id buy about 800 
copies of Lamborghini 64? 
You'd save big bucks on gas 
and parking, too ' No, really 1 
Do the math t Oh, by the 
way did we mention the 
phrase, April fool 

Get These Spiders 
off of Mel 

I'm a long-time reader of 
your magazine, but this is my 
first time writing you 1 know 
many readers have asked this 
already, but I'll ask it any¬ 
way* Why am I not in Super 
Mario 64? My brother, whom 
I'll refer to as "Mario," told 
me to meet him at the castle, 
and when I got there, he was 
nowhere in sight I'm sick of 
him hogging the spotlight 
We're supposed to be a 
team, not unlike the Wright 
Brothers, the Marx Brothers, 
or Emilio Estevez and Charlie 
Sheen So why does Mario 
get all the glory? Oh sure, 

I'm in Mario Kart 64, but all 
the characters got their 
mugs to that game’ Should I 
confront "Mario*" 

“Luigi" (not my real name) 
Via Inter-office Mail 
We are quite sorry for your 
unfortunate familial strain, but 
good manners dictate a 
brotherly confrontation to be 





Amber Ketso * Fayetteville, Tennessee 


a tad harsh Sibling ^nryChsung • Cofonuto c„ r /„, 
rivalry calls for tact, Mr gs ’ Go!ora ^ 

Luigi-Not-My 
Real-Name, so 
lightly dance 
about this matter 
with the gos¬ 
samer steps of a 
ballerina We pre¬ 
scribe you, gentle 
reader, to have a 
civilized discus¬ 
sion with "Mario," 
saving any embit- 
terment or anger 
for the Mario Kart 
race track As the 
young ones are 
inclined to say, 

* Put the pedal onto 
the metal, allowing 
oneself to garnish 
the roadways with 
burning rubber * 

Don’t Cry for Me, 

Argentina 

I'm involved in this Killer 
Instinct fighting competition, 
and I'm pretty good, but my 
competitors always make fun 
of my physique In the locker 
room they heckle, "Hey, 
scrawny!" or "Hey, bony I" or 
"Hey, scrawny-bony 1 " 

Sometimes they say, "Hey, 
skeleton boy 1 Why don't 
you go back to modeling 
foi second period biology 
lab!" Anyway my question 
is, if I'm invited to a dinner 
party, how long do I have 
to R S V P ? 

Spinal 
Via the Skeleport 
RSVP ASAP,OKJ And 
as far as your physique goes, 


Chns Pool • Fort Worth, Texas 


you might want to look into 
getting muscle implants like 
our writing stiff has gotten 
This way, we appear to be in 
shape , when in reality we're 
actually undemour/sbed, ouf- 
of-shape weaklings who., 
don't need excercise .. 
growing weak getting 
tired must stay awake 
need help ..can't feel legs 
why me talk like caveman 7 

You Got Your Chocolate 
in My Peanut Butter 

What is with the continual 
printing of the letters that say 
things such as, "I don't like 
this so stop covonng it," or 
"Why do you spend so much 
time hyping the Nintendo 
64?" I personally don't care 
for the Super NES that much, 
but I would be upset if you 



mnrno power 


Background Art Chris Turnhm • Camus, Washington 











stopped printing maps and 
codes tor it, because friends 
of mine own the system. 

My point is that l don't feel 
those complaints are legiti¬ 
mate grievances, and I think 
you should stop printing let¬ 
ters like that Letters with 
"put more in" or "Where 
did the comics go?" seem 
fine to me, but it really burns 
me up when someone says, 

"l don't have/I ike the system 
so stop printing stuff about 
it " Your magazine Is just 
fine, out Player's Pulse is just 
getting too darn negative 

Shaun Fogarty 
Via /America Online 
You're right, David 
Hasselhoff is a big interna¬ 
tional superstar But chang 
mg the name of the N64 to 
the Hasselhoff 64? Actually it 
does have a nice ring r o it If 
only all these answers 
weren't April Fools'jokes 

Don't Touch My Bikini 

As much as I love Paster, I 
feel the tradition of hiding 
Easter eggs must end Not 
only are hard-boiled eggs 
high In cholesterol, but 
they also tend to stink up 
your backyard if you don't 
find them So parents, why 
not buy your kids new 
Nintendo Game Paks and 
hide them around your yard 
instead? No cholesterol, 
they don't stink, and they're 
just as yummy on salads, 
too Well, okay, two out of 
three ain't bad 

The Faster Bunny 
Easter Island 

Two out of three ain't bad 
For your information, our 
Game Pr.ks will NOT stink 
up your backyard r Oh, and 


please write back with your 
Nintendo salad recipe 
Y'know a little ranch dress¬ 
ing really makes a piece of 
plastic quite tasty 

Jazzercise Class Has 
Been Rescheduled 
for Tuesday 

it is quite apparent what an 
active and important role mar¬ 
keting plays in the video game 
industry I have to wonder 
what you are thinking when 
marketing the N64 to elemen¬ 
tary school gamers You nsk 
alienating gamers 15 and up. 
You should target older 
gamers, because you'll also 
target younger ones, since 
the younger audi¬ 
ence's perception of 
"coolness" orten 
depends on what the 
older, teenage audi¬ 
ence thinks is cool 

Austin Hunt 
Mandcviilc, LA 
Your suggestion 
inspired us to target 
more teens with our 
marketing, so tune in to 
a very special episode 
of "Friends" this week to 
see Rachel and Ross set¬ 
tle their lover's spat with 
a couple of rounds of 
Mortal Kombat 
Meanwhile ; dim-witted 
Joey forgets how to tie his 


shoes and is sent to the 
hospital after mistaking his 
N64 for a breakfast hurrito 

Sassy Boy of the Month 

l have been a subscriber for 
over two and a half years 
now, and l really enjoy your 
magazine As soon as it 
arrives, I a’ways fhp to 
Player's Pulse so I can look 
at the cool envelope art You 
must have many to choose 
from’ How many do you 
receive each month? What 
do you look for when choos¬ 
ing them for publication? 

Kristy LaPortc 
Ontario, Canada 
We're no accountants, but 
vve guess we receive any¬ 
where from about twelve 
letters to 28 hundred-thou¬ 
sand (give or take a letter 
or two) As far as selecting 
envelope art, we judge 
them based on poise, per¬ 
sonality, impromptu speak¬ 
ing, community service, 
and of course, the infamous 
swimsuit competition 
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SANE BOY TOP 5 I SOPER NES TOP IB j NINTENDO 04 IBP 10 



MMtO KAltT i 


i / a ^, — tmojlu'jq 
!FdI>«W»ISART|l _ 


It was e close race, but Mario Knrt 64 
zoomed by Super Mario 64 to take the 
pole position on top of the Power 
Charts Meanwhile, Dash Rendar is 
spinning his wheels in third piece 


GAM f 

COMPANY 

tA97 

mtn 


1 MARIO KART 64 

NINTENDO 

3 

4 

2 SUPER MARIO 64 

NINTENDO 

1 

7 

sue wans. 




3 SNADOWS OF TNE EMPIRE 

NINTENOO 

2 

7 

4 WAVE RACE 64 

NINTENDO 

4 

7 

5 CRUIS'N USA 

NINTENDO 

5 

4 

6 KILLER IN5TINCT GOLD 

NINTENOO 

6 

5 

7 WAYNE GRETZKY'S 

MIDWAY 

8 

7 

3-D HOCKIY 




8 7UROK: DINOSAUR NUNTER 

ACCLAIM 

ID 

7 

9 PILOT WINGS 64 

NINTENDO 

7 

7 

ID MORTAL K0M8AT TRILOGY 

MIDWAY 

9 

3 

t 

1 DONKEY KONG COUNTRY 3: 

» 

* 

NINTENDO 

1 

6 

DIXIt KONG’S DOUBLt TKOUilt 




2 TNE LEGEND Of ZELDA: 

NINTENDO 

2 

62 

a LINK ro JHt PAST 




3 5UPER MARIO RPG 

NINTENDO 

3 

12 

4 SUPER MARIO KART 

NINTENDO 

7 

48 

5 FINAL FANTASY III 

50UARE 

8 

28 

6 CNRONO TRIGGER 

50UARE 

6 

■ 

21 

7 DONKEY KONG COUNTRY 2: 

NINTENOO 

5 

18 

BIDDY’S KONG OtltST 




8 TETRI5 ATTACK 

NINTENDO 

4 

9 

9 SUPER METROID 

NINTENDO 

— 

36 

10 DONKEY KONG COUNTRY 

NINTENDO 

T 

♦ 

9 

■ 

30 

1 TNE LEGEND OF ZELDA: 

■ 

NINTENDO 

J 

48 

im'sawamm 




2 DONKEY KONG LAND 2 

NINTENDO 

3 

. S 

3 METROID II: 

NINTENDO 

■ ■ 

64 

DSTVKN Of SAMUS 




4 TETRIS 

NINTENDO 

5 

■ S3 

5 DONKEY KONG LAND 

NINTENOO 

2 

27 


Kong is Kingi The Donkey Kong trilogy 
continues to dominate the Super NES 
Pownr Charts Mnrio Kart is chugging 
along, though, nding the trail blazed by 
the chart-topping Mario Kart 64 


After fatlinq off the Power Cherts 
last month, Metroid II Return of 
Samus returns with a strong third 

K lace showing Its no match for Link, 
owever, whos making a legendary 
stay in the Game Boy top 5 
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MOST WANTED 


Q> 
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64 00 (N64) 

MARIO KAR7 64 (N64) 

LEGEND Of ZELDA 64 (N64) 

NINTENOO 64 

X-8AND MODEM lSUPER NES) 

SUPER MARIO 64 (N64) 

7. GAME BOY POCKET 

8. STAR WAR5: SNADOW5 Of TNE 
EMPIRE (N64) 

9. YOSNI'S ISLAND 64 (N64) 

ID. DRAGON OUEST VI 

(SUPER FAMICOM) 
































































LETTERS, CONTINUED... 


Okay, enough with the April 
Fools' jokes From here or out, 
everything is tor real We now 
return you to our regular maga¬ 
zine already in progress 

Name That Tune 

I received a video about the 
Nintendo 64 system and have 
watched it several times On the 
video there's some really cool 
music, like at the start when 
they get out of the car and also 
during the Super Mano 64 
demo Is this music available on 
CD? If it is, could you tell me 
where 1 could find it ? 

Cameron Spencer 
Houston, TX 

You can get both songs from 
Metropolitan Records on a CD 
colled "/\ssembly Lint" by 
Modern Industry We checked 
it out and Metropolitan Records 
will offer ft to Nintendo Power 
readers a t a special price if you 
call 1800-685 6976 You'll 
also want to visit their web site 
at http7/www metropolitan 
records com 


Kings of the Road 

To celebrate the launch of Mar/o ICirt 64, Nintendo of 
America held its own race, with NOA President, 
Mmoru Arakawa and NOA Chairman, Howard 
Lincoln racing real go-carts for charity at a makeshift 
race track in NOA's parking lot The five-lap Mario 
Kart invitations' was tame, but switched to Battle 
Mode when Team Donkey Kong's Howard started 
playing bumper cars with Team Mar.c’s Mr Arakawa 
Howard took the lead from there, power sliding across 
the finish line 



No speed records wereset, but the 
uvunt did niso ovur $2,000 for the 
Boys and Girls Club and the 
Starlight Foundation Now, if only 
we could knock down somebuild- 
ings to celehratethe release of 
Blast Corps.. 


Consumer Service Otpanmeot Announcwicnl 


900 Line Rate Increase 
Effective April 1st 

Beginninq April 1st rotes for Nintcndos 
livfl gam** counseling s^vice will inci «ase 
to ST50 par minut {$2 Q0/mw in Cemd-) 
when using lhe 900 number To b^ttei 
explain the reason for the increase, we? 
had NOAs Consumer Service Depai tnvnt 
Director, Rob Thompson answer soire 
common questions about the higher rate 

0 Whynre you wising the rate? 

A. Our gonl has elwsys been to charge 
only what s nsciissary to cove r the costs 
of opei atmg th« live service However, 
since stai ting the sei vice m March 35 
costs have escalated much highci than 
expected, so we ve actually been spend¬ 
ing significantly more money than tht 900 
number has taken in 

Qi Si/?, certainly you don't pay your coun- 
st lors St 50 ptrmmut sd 
A Of course not but you db<-surprised 
at tha vai iqus axpnns*s involved in run 
nmg a Iiwpame counseling service The 
chart shows whore the money goes. 



M Direct Labor* & Pfioie Company Cost? 

jij indirect labor 4 Ottw (Administration, 
Equipment, etc.) 

N Empl-iyti. Benefits 


•Wot all direct loboi ib time spnt talking oi 
Ibe phones. Only about 2/3 cf direct labor ■$ 
actual lafc time, the rest includes batwMn-CRl) 
tasks tike logging call data ulo the computers 
and training the couiselws on new games 

O How do your services compare to 
the competition? 

A. First off unlike our competitors, our 
automated qarrv> info s®rvic c , tha Power 
Lne, is just a long-distance call Segsfc rrsi 
Sony's automated jervici-s, on the other 
hand, are 900 numbers They I hen us*> 


those- profits to subsidize their liwser 
vices while we still don tcha'oe oi profit 
from the Power Une The Power Line 
receives around 50 000 calls a week end 
snee it's moi e papul.ii with our customers, 
we stove to maintain the service with nvn- 
rral cost So, if you prefer to listen to pie- 
recorded game tips and info, you II only be 
charged for e lonp-dist^nce call by your 
phone company Secondly, our new rates 
arc comparable to those of other live game 
counseling services (Seg* chai g*iS 
$150/mm and Sony $ll5/mm) More impor¬ 
tantly, wt offer the hghest quality ssn/ica 
and cover by far the most gamifs-ovpr 
1,500 foi ell Nintendo systems. 

Q. Besides thp Power ima, what oth&r 
kss expansive options do you offer for 
gmmghclp? 

A Of course Nintendo Power frajaztip, 
Players Guides and our everexpanding 
web ate ai e gi *nt ways to g?t dependable 
info straight from the pros at Nintendo. 

WRITE AWAY RIGHT AWAY! 

NINTENDO PQWEH PLAYERS PULSE 

RE 0 V 0 N 0 .WASW 73 9733 

E-mil! nranuisir-ritRtsn^i wm 



PHDilE DIRECTORY 

NINTENDO 

.POWER 

SLSCRIPTIOW 
SYffEM SET-fi 

mo REPAIR 


1-800-255-370& 

(1-800-422-4281 TOO) 

Vt ixa-L m. Pacific tirif 
ftfamtay-Ssturday 
• im -7 flp.ro. Sur l«y 
Fi fttih-ind Spanish 3p«aki _ 
jf pj^ccnfativas an fivaifafcl*. 


TALK TO 
h 

COUNSELOR 

t-900-288-0707 


U S 95* per minute 
($1 50/mm, starting April 1) 

1-900-451-4400 

Canada 41.25 per minute 
l$2DD/jn<n storting April 1) 

(1-206-883-9714 TDD) 

Gfim-9pJir Pacific time, 

Monde ySoturduy 
6 e m.-7pm Sundoy 
Callers unitor ige IB need to obtain 
parental permission to coll 

POWER LINE 

1-206-885-7529 

Prerecorded Game Tips 
and Future Product 
Information 

News about recent releases and uj&> nting 
gomes Ihr oil Nintendo systems 
Call fur help un Super Mano64, Kill# 
Instinct Gold, Srer Wars- Shadows HA 
Empire, PilrtWings 64, Tumk Dmos*^ 

Hunter, Doom G4 jnd Mortal Kombol Mnh 

n IHA 

for the Nintendo 64 There's alau 
Soper Manu yam?lor the So]i»rNt>«rei 
flES. Donkey tfring Land for the 
any Zefdo game, Donkey KongthMtfH] 
and 3, Earth Bound, Illusion ofMfcl 
Supei Metroid, Secret of Ever 
Trigger, Final Fentasylll, Super V l m m+ 
Bros tit of Fire I end II, Killer Ihstfnt ' W*r i 
Firihtf r Alplic 2, Super Punch Ont, iha 1 
Komba! II, Mortal Ko.inhat3 qikHJI 0M» 
Mortal Khitbni 3 This cell may ha lo%«*~ 
lance, sn ha sure to get permission from 
whoever pays tha phono full bei<n%you 

NINTENDO 
POWER IS 
ON-LINE 

Internet: www.nintenilo.eom 
Email, nintcnda@mntcndo.com 


Background Art William Bolin • Sacramento, California 











If the trans¬ 
port touches 
anything, tht 
impact will set 
off a nuclear 
explosion! 


After months of testing and 
tw. iking, Bl ast Corps is being 
unleashed on the gaming 
public. The extra development 
time paid off in improved 
control and a mote balanced 
I earning curve. Reviews of 
earlier versions of the g mc 
called it “Interesting” and 
“unique,” but some critics 
wondered if the final game 
would be fun. We can finally 
answer that question with a 
hearty, “Yes!” 


Mix one part action game with one part puz- 
zler, toss in a d;ish of simulation and bake in 
a development lab for a year or two 5erve it 
~ all up on a bed of crisp, 3-D graphics and you 
might come close to the recipe for Blast Corps While 
we still can't slot Blast Corps into any one game cate¬ 
gory. we can say that it has finally struck a fine bal¬ 
ance between challenge and playability, alternately 
teasing and rewarding players just enough to keep 
them coming back for more The game's early stages 

focus on using various high-tech 

HmT 


PiXuLlt £U\T£ 


Prc stage cinema scenes outline the job 

do 


ahead and give you dues on whit to 
demolition vehicles to cleai a safe cross-country path 
for a runaway nuclear missile transport While 
knocking down and blowing up buddings can be a 
lot of fun, it could get old pretty quickly, so later 
stages add various physical and mental puzzles to 
the ongoing mayhem to keep challenge and 'merest 
levels high 
















































tit ASF CORPS — 





The partial map below shows just the 
first few of the more than 50 stages 
The Demolition stages, in which you 
must clear a path for the transport, will 
be your mam focus The Training and 
Bonus stages (marked by the smaller cir¬ 
cles) will a I'ow you to try new vehicles 
and tactics Completing certain 



stages will open up one or more new 
stages on the World Map screen, and 
available stages may be completed in 
any order You'll receive money and rank 
points for each stage completed, but to 
earn maximum points, you must fulfill 
other tasks, like finding the scientists that 
can disarm the transport's deadly cargo 


. simian acres 


■m 




m 


5b 


HARD © 

LEVEL W 

MEDIUM 
LEVEL 

/S r A e v 




Access the various stages on the World 
Map screen If the crisis on E-tfth is 
averted, you'll be sent to other planets! 


Medals and rank points ^re awarded for com- 


£ 


pletmg tasks Collect rank points to earn pro¬ 
motions in the corps 




Clear a path to this semi in each 
Demolition stage The stage will 
end when the transport reaches it 


. * crhtoxicatim points 
1 jA allow tut to hue 
CONTACT WITH HQ. 

.. 




Secondary tisks include finding 
Communication Points, survivors, 
scientists and more. 



The Blast Corps vehicles F,".t TwrT 
f f y range from the mun LfeEjrH 
dane (the Backlash dump MnaAfl 
truck) to the flashy (the mis I 
sile-equippcd Ball sta cycle) to the LAH 
downright bizarre (the onr-armeci 
Thundc rrst robot) As you progress 
through the game, you'll hove to PHHI 
complete ever more complex tasks 
using the vehicles and items you find - — 
in the stages For example, in one f 

stage, you'll have to first use the - 
Ramdozer bulldozer to push explo- Vvi 
slvfcs onto a platform then take control 
a crane and drop the explosives onto a bridge^ 
It won't all be fust running into things' 


You II have to 
decide which 
vehicles and 
items will suit 
the task at 
hand 


gii.0/T 

01:30 A 
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The Skyfail dune buggy 
hnsagoodcharcirof 
completing four laps 
around this urban track 
in under 


The ma P shows thi sixteen 

stages on the Easy leve' We' 1 
explore the Demolition stages (num- 
be red 1,5, 6, 7 and 8) on the following 
pages, but first, well take a quick peek at the 
Training and Bonus stages Stages 2 through 4 
are the Training stages on this level, and you'll 
be required to pass a "driver's test" with 
one of your vehicles before you can 
move on to the Demolition stage that 
features that vehicle All the Demolition 
and Training stages must be completed 
to opt n up the entire Medium level The 
Bonus stages, identified by the letters A 
through H, aren't necessary to fulfilling 
your primary mission, but they do go 
beyond the training exercise to offer 


interesting challenges, such as completing 
time trials around unusual ract courses or 
racking up a certain amount of damage 
within a time limit In addition, you often 
have your choice of vehicles in the 
Bonus stages, and the rank points you 
earn do count toward your promotions " 


BONUS STAGES 


Complete four laps on a 
country rondm under 
3 3013 minutes and 30 
seconds) Blast the 
buildings near the 
bridges fore sneaky 
shortcut 

The challenge hern 
is to rack up one mil¬ 
lion dollars worth of 
damage in under 
2 30 The Romdozer 
is your best choice 
for causing cheos 

Complete four laps 
in under 100 to con¬ 
quer this stage 
White the Backlash 
dump truck is slow, 
it won't spin out in 
the sharp turns. 

llsn the Ramdozer 
bulldozer to push 
explosives around 
this odd-loo king 
stage You must 
destroy all six tow¬ 
els in under 2 00 


turbo boosti 

The missile-equipped 
BalBsta cycle is your 
best bet he^e Destroy 
all six gas tanks in unde - 
100 to walk away with 
amcctel anJa few rank 
points 

Almost any vehicle wi! 1 
be able to navigate 
around this construe 
tion site with case 
Completing four laps in 
under 112 shouldn t be 
much trouble 

UsatheRamdozer to 
find 65 Radiation 
Dispersal Units (RDUs, 
the lights that flash as 
you go by) m under 120 
This's much tougher 
than it sounds! 


.A. TRAINING STAGES 

As you progress through the game, 
more vehicles will becomt available 
The Training stages will allow you to mas¬ 
ter your new machines without risking a 
nuclear holocaust You may find a vehicle in 
a Demolition stage before you tome across its 
Training stage, but that vehicle will not lx? 
reauired to finish lhat stage If you can't suc¬ 
ceed in the Training stages, you definitely 
won't survive in the Demolition stages 1 


The unusual Sideswipe vehicle 
is armed with side-mounts 
battering rams Collect the 
battery packs to power the 
rams and destroy all the build 
mgs in under l GO 


The giant J Bomb robot has 
the ability to stomp on build¬ 
ings from the sir "ho object 
here is to demolish all the 
buildings in the stage in under 
5.GQ Noproblcmo 1 


BACKLASH 

The Backlash dump truck may 
be the most finicky vehicle in 
the whole game Use the 
truck's sliding ability to side¬ 
swipe all the buildings in tha 
stag 2 in under 6 00 














































Use the C Buttons to get a 
different perspective on 
things Press Start to 
pause the action 


As (with -H th ^cmotifipli stages, you'll proba J 
bl> hAyg.<jusi enough tjrri v * cl. jpitjii 
through Simian Ad^s before the cifrriir&prpe& 
to ,town, lo complete the secondary tasks, you 
can il^ays reenter (the stage later. The sec" 
oiufcuy tasks indude destroying all buildings, 
rescuing survivor> (demolishing buildings to 
release them) arid finding any RDUs, 
Communication iPoinfe* and scientists. The chart 
above shows the number of buildings, sur¬ 
vivors, Communication Points and scientists in 
Simian Acres. Good hunting! 


BLAST SEQUENCE 

'he dotted line on the map shows the transports path through 
town Concentrate on the buildings that art directly in that path. 
Other buildings can be dealt with later Note Besides cleaning up 
radiation leaking from the transport, the RDUs often serve as sign 
posts, pointing out the main pr.th or indicated hidden features in a stage 


Flashing arrows will point 
cut the buildings and 
obstacles directly in the 
transports path 


If the path is clear you can 
end the stage early P r *?ss 
7 to exit your vehicle and 
then enter thn semi 


_ RIDE THE RAILS 

In later stages, you II need to switch vehicles to accom 
phsh tasks, but here, it s]ust for fun Press Z to exit 
your 'dozer Enter the tram and move it forward until the 
flatbed cans next to the ramps Exit the train, walk up the 
ramp and enter the hot rod for a quick joyride Vhehah' 



IT'S CLOBBERING TIME! 

L Tbe R imdoz^r has \pl fot mol e pow ;r th *it 
| ^our aviMge bulldcjzej; und it will make 
| quick work of ohc -or Two-sipi^ buildings, 

You'll see in -later stigfs that 
Ml r buildir. 6 . Will giv th. 
Hp R mdoz^r j?\us£ f Bo* to topple 

them, you'll Tk abL/to use th<£ 
vehicle's wide blade to push 
blocks of TNT around. 
There's some TNT fn this 
stage, so you might want to 
CTg U take some time to practice. 

Wz** ® *’ - wm * 

f Maneuvering- the blocks 
4 J can he pretty tricky! 
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ARGENT 

TOWERS 


>1322353 


DEVASTATING DOUGHNUTS 


The most fiactive t .die for th* Backlash » ^o sM^swij>e 
obstacles. Press A to ncceJeratL, *hen yr&s fits T «< 
Button while turning tastait sliding If yon 6 *t-U|renough 
momentum (it seems to work besf tf the truck whips 
around af te-*st[90 degrees before ft; Kits^you^l do a lot of 
ir *e, Doin 4 doughnuts in the parkin^ Ipt was never 
like thisl Head-on crashes rarely do much gOpdi except 
HE when you launch the truck off a 

,. stone or a, ramp. 


Dmore secrets 


After you speak to the scientist, 
go back to th* tram and take it to 
the ®nd of the line Switch to the 
Ballista and head down and right Use 

missiles to blast 
open the doonn 
the small pit Enter 
the- door anti follow 
the passage up to 
the J-Bomb robot 


BLAST SEQUENCE 

Use the Backlash to bash and batter a path down th- mam street 
The transport wi! : b-^g;n the stagsmuch closer to the first line of 
buildings, so you'll have to bo quick If a building docs not have 
arrows pointing toward it, ignore it for now 


If you do it )ust right, the 
sideswipe technique can 
bring down whole build¬ 
ings with ono blow 


Run over the stonas to 
bounce the Backlash 
around This will giv-i your 
hits more "oomph 


^ UNDERGROUND SECRET 

After the transport posses, reenter the stage and head to point 
A on the mep Push tho blockasidp then switch to the Ramdozer 
Push the TN T to the door to open it Take the tram up about three 
sheens Walk left to the car Search the maze to find a scientist! 


Try to aim the back 
end of the truck at 
the center of your 
target 









































BLAST SEQUENCE 

iYou'll begin tho stage behind the wheel of the armors 

Skyfall dune buggy You won’t havo trained with it before 
this, but don't worry Follow the ROUs over the bridge and 
the hill until you reach the J-Bomb Switch vehicles and use the 
high flying robot to clear the psth ahead of the carrier When 
you've finished you II still have time to activate the Communication 
Points The point on the right side of the stage is on a mountainside 
ledge Let your jets recharpe ful ly before you try to reach it 


(g> SILVER UFOS 

Only the J-Bcmb can , 1 \ 

TX reach the silver 

spheres floating over the Jr^ 
bay We haven’t identified - 

these obiects or their pur- 
po s e. bu t they re worth $5 000 
each in demolition fees* There's 1 

also one hidden under the bridge, j 
near the shp Speaking of the 
ship, the Ba Jista is the only vohi- j/r*' 

cle that can destroy it f 


Thr> Skyfall buggy has no 
chance of completing the 
mission. Use it to get to 
yourrea!nde ! 


You can just skim over A well-placed stomp can 
small objects to destroy destroy entire buildtnas. 
them but big buildings will but you have to hit just 
require more force the right spot 


v (D SECRET SANCTUARY 

To find the vintage car, fly the J-Bonb to the upper left 
LX corner of the stage to a hole in the cliff .above the 
f seashore Follow the tunnel to an undersea chamber You 
can switch to the car and follow another tunnel back to d r y 
land You must do this if you want to find al! thn RDUs 


Here's another stage that features quite a few 
secondary tasks and mystifying secrets. ^ 
Although these features won't affect ,jjg 
your primary mission of clearing a path — 
for the transport, they will give you a 
good idea of the kinds of hidden bonus- 
es and puzzles you'll find throughout the game. 
You should take these lessons to heart. In the 
later stages, you'll have to uncover even more 
cleverly disguised secrets to complete your pri¬ 
mary mission, and you won'thave the luxury of 
time then! 


STOMPING GROUND 


The f-uomb is one of the most efficient (and fun) 
vehicles in the corps! Pi ess A to ictivate your jet 
pack sU*r with the Control Stick. When j 
you're over the target, press B for- at super- f 
powered stomp. The imaunt of damage will 
depend on the 


th- location of 
your strike. For 
best results, 
aim for the 
exact center of 
a structure. 
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<g) BALL! ST A BLOWOUT 

Thu only task you will want to use the Bellista for here is to sink 
the transport ship This is a good opportunity however, to get 

. used to the cycles sensitive steering and 

MS tl small turn radius 

I 

** As you may have 

guessed, the 

, i * * i shipandthe 

M . A« *j» groups of crates 

' X - count towards 

1 ^ - the total number 

£ * \ * > of Structures in a 




Most of the structures around Carrick Point are 
long, low storage sheds, a seemingly ideal set¬ 
ting for tiie Sideswipe vehicle. If you really want 
to insure your success, however, we recom¬ 
mend using the Thunderfist robot instead. The 
Thunderiist can destroy entire city blocks with 
just one of its acrobatic roll attacks, putting the 
poor Sideswipe to shame. Of course, if you want 
a real challenge, you can still opt to go with the 
default vehicle. If you do, be sure to collect lots 
of blue battery packs as you advance through 
the stage. 


gM ,/J ASSAULT & BATTERY 

The main disadvantage of the Sideswipe is 
that its battering *ams require new batteries con¬ 
stantly. the battery packs are goodffdr only ten hits each. 

- - _ _You wont have a choice but 

I ^ ^ to use the Sideswipe fn~some 

■l A of the later stages, so you'd 

better practice now. 


BLAST SEQUENCE 

o takr the easy way out m this stage drive the Sideswipe up 
and nght around the port to thftlhunderfist Switch vehicles 
and make your way quickly down and left to clear the Stonge ^ 
sheds off the bridgu Now make your wey to the semi and the goa 


You II start off behind the 
earner this time. Head 
around the right side of 
the port 


The Thunderfist will make 
short work of this stage 
Press A or B while .moving 
to execute an attack 






































































THE CORPS WILL BE BACK FOR MORE 

Like the troopers they are, die Blast Corps will be back next 
month for more explosive excitement* We'll blow the lid off of 
more stages, secrets and exclusive strategies! 


WORKS 


The Blackrrdge Works stage brings you fall cir¬ 
cle, putting you back in the driver's scat of the 
Ramdozer. 'You'll begin behind the transport, 
but you'll have plenty of time to clear the path. 
In fact, you'll discover that you can often get 
away with destroying only part of a building 
instead of the whole thing. The transport isn't 
all that wide, and if you follow the dotted line 
on the map, you'll see that you could probably 
leave the far right sides of the first two - 
buildings and the left-most smokestack 
intact, if you're pressed for time. jfr 


*3041023 


ACROBATIC ANTICS 

Press . white -moving to und tl». 
Cyclone Suit infp anacrob iti*; tumble. 
While this attack is v^iypowcrfal, i#s 
also impossible to control once 
you'v - unleashed it, so ^im car ful¬ 
ly. Try to line: up several tir^ts in 
a row and make sure the trans¬ 
port issomewfojre far away! 


BLAST SEQUENCE 

The transport will run in q perfect 
ly straight line from the start to 
the god at the Blast Corps 
semi, and so should you Just 
power down the street and make 
your own road through the factory" 


THE CYCLONE 
SUIT 


The Ramdozer wil I be more than 
enough to take care of this stage, but you 
can try the acrobatic Cyclone Suit on for 
size The suit is in plain sight on ths right 
side of the stage Once tnc transport is 
safely on its way, 
strap in and use it to 
trash the rest of the 
factory complex and 
complete other sec¬ 
ondary tasks Most 
of the Bhckndge 
Works survivors ire 
in the upper left 
buildings, and you'll 
find a good number 
of RDUs in the 
vicinity as well 


If you have only a little 
time, just dear out the 
parts of this building right 
next to the pond 


Using these stones as 
ramps will add lots of 
power to your ramming 
attacks 
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I eports filtered in for **^1 
1/ \ months Subversive ^ \a ^jj 

* ^*1 elements at Interplay 

1 »"» — -^ >i * W ere at work once | 

again on a Clayfightcr game, only this time J 
H was going to be for the N64 ^ 

At Nintendo Power, we grew con- 

cerned The original lft3| 

conspiracy^ Did they 
secretly want to destroy j 
the very fabric of fighting games in our soci- A 
ety? We had to get to the bottom of the mys- ■ 
tery, to protect gamers everywhere We JA 
began our investigation by plugging 
M — . . m the alpha ^ 

UAVS * ft** ** ; version of 

y< **~/ Clayfighter pr* 

■ 63 % we had re- 

ceived from Interplay, we then 
questioned the game's leading conspirator, 
Jeremy Airey. Here's what he had to say 
Power: Does anybody get what Clayfighter is a// 

about? (Jeremy worked on 
3RSjfc- ill thr .last Clayfighter 

j'-w' games and is the 

^ ?|E world'** It .rdine . x;x'— *n 

clay combat sometimes 
rt-erreot) is daypley'ion 

m the quality assurance 


department at Interplay You would 
think he would know better) 


same witn otner dnimmcurtyuyiiua ua ^ wi 
L games, like Mortal granimerslearn that puppets 

Ik Kombat The shock value of blood flying 

everywhere wears off 

V' Power: So, are you suggesting that there is 
*** mom to fighting games than copious 

amounts of spilled bodily fluids 2 
^ Airey: Yts, buckets of blood and 
j£gore get bonng after awhile We want to 
make a game that stays fresh 
Power: Ah, but isn't it true that Boogerman V 
appears in your 

game? How ^ 

fresh is that? 

Airey; It's 
true that 

Boogerman stinks But it's a fresh sort of ^ 
grossness We think this sort of thing works 
better than gore because each character has 
something unique and funny to show Actually, 
we love the other fighting 
games We borrowed the best ■ ,, f Tj, , 






















find a kind of 
tribute to 


7T'$ \4<- 
T« Vov AN0 7 CAN 
ANYTttTN/C AT Att 


VvV'VE JUST \4AC>5 rT 
V* oNTo \4V NAV^UTY 
SN»w UST V 


stun from them, then put a spin on it I'm a huge 
Kl fan, for instance, and in 
Clayfighter you'll 


Kl in all the combos we've included. 
Lame Combos Stupid Combos 
Retarded Combos 2,0CQ hit combos 
And the .animation is great In one 
| case, you even have a kitchen sink 
drop on your opponent's head Of 
course, that only happens 
after everything else has 
dropped on him Get it? 

Power: Yeah, we get 
it It's a clever ruse 
to deceive fighting 
fans with familiar 
gags Before you 
know it, Kl and MK 
players will aban¬ 
don the arcades to 
hang out in stand 
up comedy dubs. 
kVfe//, not on our 
watch, mister 
Airey: You've got :t all wrong Clayfighter 63% is 
not just about the humor It's a strong fighting 
game that just happens to use slapstick rather than 
drama as the visual medium Let's talk 
about the engine 

r ( Power: Okay let’s You're using 
3-D backgrounds in the game. 


ther In 


camera, 

batants 


which suggests to us that 
you don’t think 2 U is 
good enough Wfe//, it was 
good enough for Street 
Fighter II 

Airey: Things change, 
you know Kl Gold had a limit¬ 
ed form of 3-D 
backgrounds 
We just took 
it a step fur- 
Clayfighter, each player can control the 
moving the viewpoint around the com- 
Smcc there are all sorts of objects m each 


area, we put bounding boxes a r ouncf the charac¬ 
ters to control the locations of the camera The 
result is that you always have a 
good view of the action 
tn some cases, you ' WUAf ?s twts 
might even look / ; sgg? 

through objects that ( 
become transparent But 
the most unique part of the 
game is what we call the breakthroughs 
Power: So you're claiming that these break¬ 
throughs are a breakthrough? 

Airey: What's 
new is that each 
of the areas in 
the game has as 
many as four 
breakthroughs 
What happens is 
that if you're in 
the right spot, 
you can force a 
breakthrough by 
using a designat¬ 
ed move on you r opponent and knock him 
through a wall or door At the moment of the 
breakthrough, an animated sequence begins The 
view switches to the new room and you see the 
hit character you hit come flying into the room 
with pieces of wood or whatever he crashed 
through Then your character comes leaping after 
him Each of the areas will have active objects m 
the room, as well as things that you can smash 
Power: We suppose that might be fun, If you like 
smashing innocent objects So, what are some of 
these areas? 

Airey: Well, there's 
Boogerhcnge for jr svtu 
one It's sort of / VV?tt noT 
like the Stone- / 
henge scene 
in Kl 

Power: "Sacrilege 
Airey: Calm down, 
it's a comohment 
Another area is a 
toilet bowl where 
you fight on the 
rim, trying to knock 
the other guy in 
There's even an 
area that might 
remind you of 
Disneyland You know, 
that stretches like that 


with a room 
room In the 


















animation sequences Boogerrnan 
finishes opponents off with snot and ^3^*^ 
Sumo Santa drops a giant stocking 
over their heads My favorite is #" 
the Zappa Yow Yow Boyz iu ||r 
When you do one of their /JBA, v€ 
Claytalities, they surround the \ A* 

opponent, throw him to the (£ 
ground, then run around pok- dH 

mg htm and jumping on him until fH } 
they carry him off on their shoulders 
to a giant soup pot and throw him in, 
stir him up, then pop the lid on Talk 

about a finisher M 

£ Power: So, you're - 
& advocating cannibalism . 

A in your game. 'WpS^^f&kJ 

W Airey: Not at a|! The char- Mj 

3 acters are all made of non- 
> nutritious day 

f Power: Arc they indeed* 

JT* Airey: It's like this After we 

jg j " decide on a character and 

t ! sketch it out, we have 
these sculptures made 
P Jpg/ called maquettes at a 

company called Danger 
j Productions Great name 
Then plaster molds like 
dentists 

or wire K^lfl 
^We also have 
y an armature X 
* ^ built with ball 

sockets so that we can Bcv 

move the parts around 

Power: You film them* J 

Doing what? 


Haunted Mansion, and another area with realty 
cheesy ammatromc pirates 

Power: So, you're 

w Jl • ^ - 

gf£ /V-)7T 

moc/ce/y of a fighting 
as well* 


RBy 

But there art* five hid- 

--—- * den characters in 

addition to the regu¬ 
lar twelve, plus lots of cameo appearances 
You're going to be pretty surprised by 

some of them m 
1 Speaking of |A 

w» 1 

ttAVS ? used a Disney } 

— sound direc- _ 4L 

tor when we recorded the a>| 

voice lines m the game 

The talent included ^ 

Rob Paulson of Pinkie 
and the Brain, Frank 

Welker from The Lion wm 

King and Dan lBHKn| 
Castellaneta who is the 
voice of Homer Simpson ^ **^0/ 

Power: You call that talent? .Ap 

Airey; Yes 

Power: Okay, we'll grant you that 
But what do they say* 

Airey: That's the best part Instead 

of just calling out moves when 

they happen, our characters taunt 1 

each other during a fight Then, i 

when 

S | : _~>i they're hit, they com 

| j*4Ah 4| plain and yell We've 
■ . ddfd 3010^40 drf- 

~~ ‘hin.; ,;i 

__ you claim, you'd better have lots of 
y special moves 
\ Airey: You're right We have 
' tons of moves l already .men¬ 
tioned the combos, but we wanted 
to include Claytalities, as well In MK, the big 
thing about the fatalities is to see how many body 
parts you can sever Instead of that, we use funny 


:viAN A**i* F* ^ J 

Moves from the uTjB 
game Danger uses stop motion p'no- jmjp 
tography with hacklighting to form 
a character with a nice outline 
That makes it easier when we dig- 
itize the animation We direct Danger in the 
filming of all the regular ^ 

moves, ill sorts of • \ rtthfeS 























Claylalities and other "alities" per 
Sk character, all the combos, break 
h throughs and special animations 
\ Then, once we have the 

digitized animation m- 
house, we go to work 
W| th our special script- 
mg tools that let us put 
Jfk sound, animation and triggers 
togethe r for eac h of t he f i ghters 
We can design a fighter's complete 
array of moves in a matter of days, 
w Power: And / suppose you're 

proud of that 

Aircy: Very 

JL proud We're 

■ pretty proud of our 

• chunks, too 

Power: Hey, this is a 
S respectable magazine 

’*—• Airey: Chunks ui the 

i. _+■■ bits of clay that fly off a 

character when it's hit 
Other 


Power: Sounds hkt a cover-up 
Airey: There are supposed to be lots of surprises 
Secret characters and stuff like that weird guy 
who appears 

the bottom o* th* 

sr r een rn \1K 

One way to w 

access 
things 
repeating 

patterns 

using a pattern 

and, m some cases, rewards you with a secret 
For instance, maybe the Lost Vikings will stumble 
into the game 

Power: 7'he Lost Vikings! We love those hairy 
guys Okay, then, if this game is rc ally on the up- 
and-up, when can we play it? 

Airey: It should be released by June, that is if we 
take enough time off Com playing Mario Kart 64 
to finish it Tie entire development team 
Brian Mclnerny, Eric Hart, Rodney Relosa, Kirk 
Tome, Didier Malcnfant and I spend every night 
in Kart battle mode 
Power: Well, that changes every 
thing Thanks very tn \ —* ■ i 1 
much for your time, 

Jeremy You're / 
okay m our hook / Y4,,jR * 


con 


games use a 
spattering of biood or 
impact stars But since 
Clayfighter is 3-D, the chunks are thrown off into 
3-D space—some of them actually seem to fly out 
toward you We're also using spill its, which arc 
items that spill out when a fighter gets thrown 
When Houngan gets thrown, for instance, 
chicken bones _ 

tu nble out / A&leiH^Eb 


r— 1 \ orthe 

\ £si [\ benefit o : our readers, we 
\ i wou.d just like to add that 
*i » —Clayfighter 63‘/, looks terrific even 
:it this early stage ^ 

In its finish* cl 
form it will ru'' at 

more 

fighting game to 

date It may mean ^Lr*«£ 

the end of ctvi 

know it, but at 

least we'll have fun going down 


Power: So, what dot's Boogerman 
spill? 

Airey: You dor't want to know 




















Items 


Spiritual 
Vfcs* Armor 

Blur 

“ Artifact 


Security 

Armor 


Combat 

Armor 


Hied kit or 
Stimpack 


Health 

Potion 


Inuulrmrability 

Artifact 


CQVTmnufu •< 


In the beginning, 

f •■J *** your fists and pistol 

are your only defenses, but strewn throughout the demons' lairs, you'll find 
more powerful and specialized weapons. The Super Shotgun's the most reli¬ 
able weapon, since it packs a powerful blow at close _ ^ ■ j . —^ 

range, and spreads its damage out over long distances. 

Rockets are also good for long-distance fighting, but if. , Itm 

your target's too close, you'll be damaged by the blast. 

The BFG 9000 is the meanest of your arsenal—it takes a 

while to charge up, but it launches a wave of mutilation \ . 

across the entire screen. |2 ' ’ i8 


“Whet the #%* is this!?" you 
exclaim as you pick up thsomieous** 
locking nf le It's the new weapon 
exclusive to Doom 64, it's wrapped in 
flesh, and It ueleashes searing beams 
of losers. 
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Life after Doom? midway throws 

^ i 

\\ * 7 

you out of the frying pen straight 

into the fiery depths of Doom 

# 

GM. a ghastly netherworld of 
over 30 new levels festering 
with reuampad demons and 
weapons. Vou*re e marine bent 
on stopping Hrmageddon. end 
luckily for you. we're your guid¬ 
ing light for the first ten leuals. 


DOOM - & 1993,1997 id Software, Inc, 


Staffing's the best way to dodge the demons' firepower* When a monster shoots 
at you, sidestep the attack by Strafing left or right Hold down the left or right 
strafe button and tap the Control Stick in the opposite direction to walk in a 
cirde, facing the center. Use this move in arenas or hig rooms to 
keep enemies spinning in place in the center of the 
area. Whenever the demons turn to face you, 
you'll be arcing away from them, while keep¬ 
ing them in your crosshairs. Strafe arotiod cor¬ 
ners, too, so you’re not walking blind. It may be 
hard to simultaneously fire and strafe using the 
Controller default setup, so reconfigure strafe left 
and right to the C buttons or A and B buttons. 


Doom 64 is filled to 
the brimstone with mon¬ 
sters, but your Super Shotgun should take care of 
them. Zombies and Imps are great targets for 
your Super Shotgun, and if you line them up, you 
can shoot through two or three with one shot. 
The hovering Cacodemons freeze whenever __ 
you hit them, so use a quick-loading weapon y 
to ground them before they spit fireballs at 
you. Lost Souls are fast, and your rapid-fire 
Chaingun makes the perfect foil. Save your 
ammo on the Bull Demons and Spectres, 
though; they can attack only at point blank 
ranee, so shred them with your Chain Saw. 


A few hits from tin? Ball Knight’s fireballs 
will turn you to marine duet Counterstrike 
with your Rockets or Super Shotgun. If you 
hit him three times, he's out 































A With Chbin Saw rawing, flip the 
w Switch on the wall west of Aree 4. 
Quickly spin around to shred the oncom¬ 
ing herd of Bull Demons* then trip the 
i Switch in the cast comer of Aree 4 
to open Aree 5. 

r A The floor lowers you to 

e Secret Area 

J Revitalize there end 
consult the computer 
on tha north well. 


A Zombies greet yoe with 

Shotgun fire as soon 88 you 
enter Areal, so arm yotr pis- 
'■ tol or shotgen, then open the 
V northeast vent to get the 
Security Armor As soon as 

ftitli V° u board the CDnv0 Ver bait, 
shoot east at the soldiers 
whoeppeorinthe elcove. 
Tread north on the conveyer belt end 
glide to the Switch on the north wall. 
Flip it to reveal the northwest Secret 
Area housing the Chain Sew. 


• More Bull Damons 
lurk inside Aree G, 
* so keep your Chain 
Sew fired up. Stoch 
i\ up on the Armor 
Bonuses behind the 
northern partition, than 
erm yourself for the Imp 
gusrdmg the Exit behind 
tha east door. 


• Once the elevator lifts you to 
Area 2, teka the third left to 
claim the Blue Key Flip the 
W Switch to open the Secret 
® Area hy the blue arrow on 
the map Hurry ta the aree to 
“fjnfl get the Berserk, then 
I head to the west side of 
Aree 2, Many of Doomfe 
Secret Areas will look oet of 
piece to a keen marine. The yel¬ 
low arrow points to the well with 
a pattern that's slightly different | 
from the other walls Activate the 
wall to find tha Mege Armor, 


Use the Blue Key 
to enter Roam 3, 

Zombies patrol 

the area, including some rn the cells 
Stand on the platform facing the east 
side of the piller. Jump inside and hit 
the Switch, then run to the elevator 
in the northwest corner of the room. 
A Sopercharge is on the top level, 
end on the bottom is a warp that 
teleports you to the Stert 


A Greh the Chainguirby the west 
w wall end work your itchy trigger 
finger, because you'll soon be 
rushed by (lemons 


Find the light et 
the end of the tunnel by hitting 
the Switch m Aree 2 When the 
lights turn on. Mage Armor will 
oppeer in the center of the room 
and soldiers will close in on you. 


A Strap on (he Backpack end Hip 
^ the Switch in the center of the 
room. The Blue Key will appear, loit 
every time you try to grah it, it'll tele¬ 
port to one of the comer boxes. To 
lower the box that the Key finally set¬ 
tles on, hit the Switch m the east 
efcovc without computers m it. Then 
run for the Key 


• Hit the 
Switch in 
the Red Area 
just west of 
Room 2 Then 
proceed cau¬ 
tiously through 
the Aree 6 hall¬ 
way— trigger- 
heppy guards 
occupy the cells 


• A troop of sol¬ 
diers prowls 
around the cluttered 
maze of boxes, so cau¬ 
tiously strafe aboat the 
aree. Trip tha south wall 
Switch end use the 
teleporter to reach the hop 
guarding the Key Switch. 
Shoot the Imp, trip the 
Switch, then warp beck to 
Aree 7 for the Yellow Key If 
you need Rockets, search the 
southeast Secret Area. 


In the hell with 
spinning yellow 
lights, touch tha 
north wall's west 
ernmost panel to open 
the west area Gat the 
Sopercharge by the yel 
lower row, |ump 
throegh the fence hole* 
end get the Goggles hy 
the hlee arrow. 


A Drop to the lower 
^ level end slowly pass 
the fleshing hlue lights to 
activete the pile-driving 
ceiling, lb keep from get¬ 
ting poinded, run to die 
ye How light. When you 
get across, you'll find the 
Red Key 
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Shoot the guards end pick up the Super 
Shotgun in the room s career. Station your¬ 
self facing the north window for e clear shot at 
the Imps outssde. Their firehallo won’t reach 
you, so exorcise the demons by firing your 
Soper Shotgun et them. Trip the Switch on the 
south wall and quickly go hack up The east 

end west wells will 
drop, end Imps will 
flood the room from 
both sides. 


The blue arrow on the mop points to the 
— Secret Aree where you’ll find the Portia! 
Invisibility Sphere. It looks like there’s e wall 
there, but it’s just en illusion, so walk through 
it At the yellow errow, you’ll find another illu- 
sionery wall, this one concealing the 

Invulnerability 
Sphere Climb to the 
center of the room, 
then heed to the 
gient pedestal for 
the 9lue Key 


Activate thafrozan screen on the east wall to 
reveal the Secret Area by the yellow arrow Rip 

the Switches on the north 
and south walls of the cen¬ 
tre! room, then warp to the 
upper level Check the 
Secret Rooms by the blue 
arrows, then hit the Switch 
on the ledge to expose Lost 
Souls end the yellow key. 


The east Switch in the ceotrel eras 
mokes the Red Key eppeer m Area 
2, end the west Switch opens the 
Secret Room to the north. Listen es you 
pass the threshold of the Secret Room, 
end you’ll heer the southeast Secret 
Area open. It’s open briefly, so run to it 
Inside, you’ll 


have a clear 
shot ot the 
Imps m the 
next room. 


The yellow 
arrow points to 
the only active 

screen in the 
room. Touch it 

__ to open up the 

room behiral 

♦ A J.L i you. Try on the 
M suitofermour 

hidden inside 
end exit to 
U ™ M - 


You’ll start Level 4 feeing e 
Switch. Open the Secret Coor 
behind you, walk onto the 
plank, then shoot the guards 
m the cells to the north end 
south. Grab the Berserk, flip 
the Switch, sock it to the Spectres, 
and power up with Heelth Bonuses 
m the comers of the area. 


i 


Get ojolt of energy 
from the Supercharge 
in the south hallway 
that leads to Area 2. 

The trio of Switches 
m the northeast room opens 
the west side of erne 2 end 
alerts Spectres to your 
presence Hock them with 
your Chain Sow, then hit the 
three Switches in the northeast room. 


Clear out the Imps et the top of the 
stairs end walk the perimeter of Arec 
3. The central roam will open, end Imps 
will attack from within. Snoot the bobbing 
Switch m the central room to reech the 
Chaingun in the dumbwaiter flanked by the 
stairs Jump down from the northwest 
ledge armed with your Chaingun and bury 
the patrolling Lost Souls in bullets. Grab 

the Blue Key in 
the southeast, 
and activate 
the northwest 
corecr for on 
elevator ride 
beckto the 
top. 


nuums, mi me iuur awuenes m inc umwr snown on me 
. map The pillers will lower to bridge the north and eouth 
sides of the room From the northeast room, warp to the 
bridge An alternate Exit to Level 28 is et the other end. 
It's uncharted territory, so if you go, you're on your own, sol¬ 
dier. We’ll tell you thet the domem is seething with demons 
looking for e few good marines that 
they con bleed dry. The new loser 
rifle is also there, but you might 
want to stay on course and exit 
through the blue door to Level S 


INTENDO 64 


























• The shortest distance • - 1 

points isn straight line Heed these 
words when trying to reach the teleporter 
from the southeast warp Switch. The 
Switch powers the werp for only c few 
seconds, so quichly maneuver through the 
center eree to the teleporter. If you don't 
bump into any walk, you'If reach the tele¬ 
porter in time to warp to the room south- 
cost of Area t3. 


The Imps in Are Blare 
eagertc greet you 
with fireballs, so introduce 
them to your Shotgun The 
Imps also lihe to hide m the 
north end of this area, so 
strafe eround die comer. 
When the coast is cleeK flip 
the Switch to open door A. 


On the hard settings, a Baron of Hell 
attach* you Fire Rockets et him end use 
the strafing technique to keep him in the 
midlife of the room Don't let the Baron oat 
of the big room, or he'fl bach you into the 
smaller rooms, leaving fittfe space to 
ovoid his frreballs. After your bottle, hit the 
Switch in the small eost room helow and warp to 
the Exit 


Keep an eye {and a Chain 
Saw) out for the transparent 
Spectres near the entrance. 
Shoot the oil drums by the 
east wall, the chain reaction 
explosion will blow up the 
soath room Spectre. Blow 
e way the Lest Souls in tha 
south room and ectivate the 
elevator ffide it to the top 
level and hit tha Switch in the northern¬ 
most celf to lower the Yeflow Key in 
Room3 Jump offthn north ledge, head 
east, enter tne large north room, and 
trade gunfire with the Zombies. 


As soon as you open the door, demons 
will clese in on you from the south and 
wast Blest them from outside the doorway 
end strafe to sidestep their firehefls. Follow 
the stairs to the southwest corner and enter 

the lighted 


Doom's shrouded in darkness, so let 
the kght be your guide A squere of 
light shines on the floor in the center 
of tha room. Stand in it end shoot the 
vent on the east wall. The floor will 
elevate, raising you to the level of the 
south vent. Shoot that vent to temporarily 
lower the barrier blocking the 

Supercharge. Get 
the Supercharge 
am] flip the soith 
Switch to open 
Area 5. 


Clear out the troop of 
Zombies inside Room 
5 end navigate through 
the maze of chambers to 
Room 6. 


Dne thing leeds to 
another, and one 
Switch affects the 
other. Flip the Switch 
on the north wall tn 
unlock Roam B. Enter 
Room B with yoir guns 
ready to bast the Lost 
Souls. When the Souls 
have lost tn yua, trip 
Room B's Switch to 
open the west deer 
beck in Room 6. 


Shoot the skulls guarding the 
stockpiles of Inventory. Activate 
crate C to reveal the Switch by the 
orrow Flip tha Switch so the north¬ 
east creta will lower. Run to tts 

spot, end when 
it lifts you up, 
leap onto the 
mosaic of 
crates end grab 
the supplies on 
top of timm. 


Strata around tha 
corner to nix the 

V Spectre Dpan 
the panel under 
the vent by the 
arrow Fnlfowthe 
sfeirs tn the Secret 
Area to the Armor 


The center of the pile 
driver is hollow and 
safe, end it tins the Blue Key. 
It's easy tn get flattened, so 
ise your Map fur guidance. 
When the block hits the 
floor, switch to your Map and 
move the tnengle completely 
inside the center square. 
Lost Souls attack when you 
get the Key, so use a gun that 
wan't kick you bnek into the 
pile driver. 


Stowly approach the trench thet 
crosaas the hallway; Your move¬ 
ment will make tha ceiling blochs 
pound up and down. Run quickly or 
you'll get hung up in the trenches aid 
wind up flattened. 


The Switch in 8 IS easy to miss, 
stnea yoir back's to it as yoa 
enter Shoot the soldier, turn aroand, 
and then fhp the Switch on the 
northwest wall to free the Red Key 
in Room 4. Head east from the plet- 

form end 
strafe around 
the corner to 
surprise the 
demon soath 
of yoa. 
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• From Room A, clear out the demons stationed in the 
stairwells and oppcr alcoves. As soon as the elevator 
__ to Area 1 reaches the upper level, fire your Chaingun. 
fsfj Hit the Switch et the end of the hall, then hit the 

Switch m the center room. Quickly drop to the n^itof 
the stairs end use them to shield yourseif from die Hell 
Kni^it that appears to the southeast Grab die Key and 
■P run to the yellow arrow. Shoot the Lost Souls in the 
Secret Room and the soldiers in the edj&Gent room 
From die doorway, dash to the coll for the Megasphere. 


B When yoe enter, you'll drop to the Spectre-filled colise 
urn floor, so motor up your Chain SawL Shim elong the 
* eortfi well to ascend the stairs. At the top, warp end 
! run west across the pillars to hit the Switch Jump 
I S from the west piller to the northwest cell end flip the 
Switch. Quickly run through the door . , , , , 

m et the blue arrow. Follow the hall to JVvV 

™ die Supercherge and hit the Switch. ^^5 \\v 

i Return to 3 for the Blue Key end Armor. \W 

jfl With Shotgun ready, face the Hell >'\ 

Knights behind the blue door in A. 


A Hit southeast 
As upstairs 
Switch. Room 2's 
Switch, end then 
southeast As 
Switch again. Then 
hit A's corner 
Switches to form e 
bridge to Area 3. 


B The middle platform elevates when you 
v stand on it, so avoid it until you've beaten 
the demons. Flip the Switch on die smith 
iffi wall to open the west door, then station 
“ yourseff at die east doorway eed leunch 
rockets into Area 4. 


B Activate the north panel opposite the static-filled screen The 
Secret Area will open up, leading to the Imps' cells, which also 
imprison o Rocket Launcher eed Rockets. Station yourseff in one of 
the cells and clear out ell the Imps 


Stand on the platform and leap onto 
^ the ledge elong the computers. The 
yellow arrow points to an illusionary 
computer The Computer Map behind it 
will help you get your bearings. 


Switch 3 briefly raises the barricade 
blocking the Armor in Room A. Every sec¬ 
ond counts, so quickly beck up to the end 
of the ball after hitting the Switch 
insteed of turning around Using tbe mop 
to navigate may help, too. 


H B You cen't leave until 

yoa defect the Imp 
■ I and Hell Knight, so arm 

yourseff and fight from the 
stairs After you defeat 
them, hit the southeast Switch and take the 
west steirs to get the Red Key in Area C. Hit 
the Red Switch j. - — ■ 
southeast of 7, ! 

and you'll open the ^ 

Exit end sammone 
Hell Knight. 


B The compoters often offer 
w clues. Flip the Switch, than 
use the computer to see what 
the Switch activated. The 
screen will reveaf that the Blue 
Key is now avaifable in Aree 5. 


Greb the Bfue Key end WBit 
for the wbII to recede The 
Secret Area behind it hides e 
Supercharge. 


• Watch your right side when 
entering Yellow Area 9—the cell 
~2 by the arrow contains e Zombie. 
Descend the west steirs and 
'4 collect the Armor Bonuses The 
halls of Are8 fi ere flooded with 
radioactive waste, so walk along the 
west ledge. Put on the Radiation 
Protection located et the yellow errow 
end activate the Switches et die enrie 
of the tifilL 


B You'll seel your doom 
if you enter the cefl to 
fight, so stey in the door¬ 
way Shoot the Imp to the 
eest, grab the Plasma Gun 
at the rmd of the cell, then 
retreat to the doorway to 
fight more demons. 


B Head south from the blue door. At 
w the ead at the corridor, activate the 
elevator. Open the west well on the 
ground floor to enter Secret Aree 7. Then 
ride the elevator up tn the teleport end 
werp to Room Turn oround end hit the 
Switch south of you. The screen west of 
you shows that you've opened ep Area B 
where the Yellow Key sits. 
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Pc war up with the 
Supercharge, then prepare 
.* for e wrathful Hell Knight to 
materialize and challenge 
you. Arm your Super 
Shotgon Instead of your Rocket 
Launcher, Yip. oeuse the confined 
opece forces you to fight at 
close range. 

The Yellow Key sits one 
pedestal in the south room. 
The two Switches era decoys. 

To lower the Key, touch the 
square yellow light on the 
east wnlfofthe hell. 


• To reach 7, hit Switch B, worp from 5 
to A, then ran to the north plettorm- 
eleuator Open the red door and lure tha 
Hall Knight to the foot of the stairs. Launch 
Rochets at him from the top of tha atairs. 
Hit the Switch east of the 7, and look into 
the west computer to see which pillar the 
f leame Gun rests on. Go to the aouth room 

and activate e 
pillar to lower it. 
Yoa have two 
tries to lower 
the Plasma Gun 
pillar, so chock 
the computer for 
geidance. * 


• Area 6 begins 
as a maze Hit 
the Switch ot the 
yellow arrow to make 
the maze's walls 
recede and the Impa 
attack. Flip the Switch at 
the blue arrow, shoot the 
responding Zombies, then arm 
for the Baron of Hell, who'll bombard 
you to pioces it your strafing isn't perfect Hit the 
Switch ot tho south end of the exit hell to get tha 
Rod Key Keep your Rockets handy, though, because 
o Hell Knight will ambush you. 


A coven ot Loot 
Souls haunts the 
Secret Area east of the 
Cheingun Flip the Switch 
in the entry way end bach 
•p A Lost Soul will 
attach you from the south 
room, as more attack you 
heed-on. The Switch by 
the yellow arrow opens 
the exit. 


Shoot the Imp through 
the window by the yel¬ 
low arrow and hit Hie Switch 
south of you to open the eest 
room. Two Impa will storm 
out, but we'll take the sur¬ 
prise from their attack by 
representing their starting 
points with the two squeras 
on the map At the east wall, 
flip the Switch. 

Go down Hie zig-zagging hall to the west to 
enable the warp, then teleport to Area A. 
Grab the Blue Key north of the warp e nd head 
to the red stain at die white arrow Open the 
wall for the Armor, suit up, than warp back 
to Area 5 to open the blue door 


Reedy your guns, 
heceusfl once you hit 
the Start Switch, the room 
will open up. end you'll be 
center stsge An eudionco 
of Zombies will ahower you 
with hullets. When the 
fight's over, step on the 
dim red light to lower the 
elevator 


Prepare to he 
ambushed as you go 
for the Cheingun ot the end 
of the hall The floor drops 
you down e levcf before 
you con reach the gun, end 
e soldier wiflhlindside you 
from both the eeat and 
west Here's hopin' you're 
quick oo the draw. 


£e 


If you attack the Imps by 
chasing them down the ledge, 
u're doomed to tall into the leva 
elow. Ineteed, stend in the yellow 
doorway and lure the Imps toword 
you. Ooce they're gone, e battel- 
ion of Hell Knights will mount e 
counterstrike, soatayin the 
doorway end leunch your 
Rockets. 
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The level names get gorier 
beginning with Level 10, and no 
does the action Open the east and 
west doors and shoot the e waiting 
Imps The yellow errows point to the 
Secret Rooms that open when you 

pass the east or 
west doorwey 
After visiting the 
Secret Areas, 
return to the cen¬ 
ter room end take 
out the Bull Demon. 


Hit the Switches at the tops of the triangle stair- 
ceeea. Beet the Knight et the top of the southeast 
stairs. Stand at the green spot on the mop to open the 

south room When the room's 
floor lifts you, bach up 
egemst the north well end hit 
the panel east of you to open 
the southeast eree Hit the 
Switch et the blue arrow. 
From the north etfd of the 
terrace, combat the demons 
in the courtyard. 
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Arm your Rockets baler* hittki j ttw Switch, beceuee 
when you do, you’ll be in the mi die ef an arena, in the 
crossfire missile-launching Mancubuses. Blast 
'cm into hamburger, nm to the center, and fire at the 
reset wave of demons Lure them out jf the hallway 
so you can use the halls for shelter and fire from the 
windows. When they're gone, Barons 
of Hell will attack. After you beat 
thorn, nab the Invulnerability Sphere m 
the center of the arena. Mancubr sec 
will than p jur out ef the hallways, but 
since yeuil fc briefly invincible, fire 
Rackets into them at point jlank 
range. Go to the outermvst hall to 
rest jck y ur supplies. Stay close i 
the walls, though—the; c imers are 
hotby-tri jpe to she )t darts down 
the middle ef Hie hallway 




lif*- 
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THp the Switch in the entry 
corridor Get the Energy Cell in 
the Secret Aren behind the 
gergoyle painting et the white 
errow Hit the Switch 
between the curving staircas¬ 
es to get the Yellow Key south 
of you. Go west end shoot the 
Spectres hiding eround the 
corner to the north. 


A Area 4 looha like e serene oasis, hut it'e not A 
v3 ‘ Spectre waits oe the waterfell Climb up and bfnst 
him, follow the river north, then fire at the Barons below 
Jump down, hit the inlet Switch, and warp. Wade south, 
west, end thee down the waterfall. Rip the Switch in the 
northw&st e leave, and. 
in the other alcove, grab 
the BFG 9000. Be ready 
to use it, because e 
Mencuhus wilt threaten 
you from the south Nuke 
him and heed bach to the 
entrance of Area 3. A 
freak show of demons 
will be poised for attack 
outside, so open fire es 
you open the door. 

You'll now he 
reedy for Level 11, 
hut this is all the 
recon tnfo we have 
for now, so hang 
tough 'til next 
month, eoldier 
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Advertising S Invisible Players 

We have a slew of great codes for you this month, starting 
with a couple of fun tricks-for Wayne Gretzky's 3-D Hockey. 
We know we've had hockey on the brain here at Classified 
Information for a few months now, but who could blame us y 
with all of the cool stuff we've received from Midway and 
from fans! These Gretzky tricks came to us Via the Nintendo 
Power Source site on the World Wide Web. Thanks to all the 
cyber surfers who sent these in! 


Sneaky Ads 

Press the Z Buttoi ot any non- 
gameplay menu screen fe g, 
the Records menu screen). 
You'll see e company logo 
scroll across tho bottom of 
the screen. Keep pressing Z to 
see other logos. 


Invisibls Player 

Pause the gome during the 
opening face-off end select 
Rtpley! Press the L or R Button 
to select o player. As the play¬ 
er is fleshing, press Z to moke 
him disappear! 


Invis. Tesnt. Pt. Z 

Be sure to sefeet eeeh of your 
players in order, from one end 
of the Itne-up to the other. It 
the eursor erosses over on 
invisible player, hell reappear. 
If a player doesn't disappear, 
Just choose him egein. 

Can't Catch Us! 

Now exit the Replay screen 
and get bnek to the eetion. 
Abreeedabre’ Your whole 
teem will be doing their best 
"Gosper" impression! 


Fireworks S Free Frog Coin 

For a really spectacular victory celebration at the end of the 
game, just buy a bunch of Fireworks in Moleville. The more 
of them you buy (up to five), the bigger the show will be! 

If green coinage is more to your liking, then head over to 
the sandy whirlpools in the Land's End Desert, jump on a 
Shogun three times without touching the ground to receive 
one Frog Coin! 


Inuis. Team. Pi. 1 

Start with the seme trick 
shown ebove. After you press 
Z, the eursor will jump baek to 
your Forward Seleet another 
player and press Z again. 
Repeat until oil your players 
hove faded out! 


The more Fireworks you buy, 
the better the show et the end 
ol the game. 


Bopping a Shogun three times 
is rfiffieuft. but tho payoff will 
be worth it 
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Rocket Jump end mushroom Ceetle 

At the start of a race, press the accelerator just before the 
blue light comes on. You'll get a rocket-powered kick in the 
Kart! If you're at the back of the pack, press the R Button just 
as the Rocket Boost kicks in. If you hop just before you hit 
thu Kart m front of you, you'll bounce wheels over heels past 
the other Karts and Into first place! 

If you want to take a short break along the Royal 
Raceway, follow the path between the hHls on the right just 
past the big jump. You can take a leisurely tour of the 
Mushroom Castle grounds, the site of the awards ceremony 
at the end of the game! Of course, you'll lose a lot of time, 
so don't do this if you want to win thu race. 


Gergoss Special moves 

Now that you know how to access Cargos, you could prob¬ 
ably use his special moves. Next month, well have hrs 
Openers, Linkers, Pressure moves and more! 


Random Player Select 

Here's a quick trick for Weapon lord experts. Press the L and 
R Buttons and Start simultaneously on the Player Select 
screen to select a fighter at random. 


Dash 

Youll put yuur best shoulder 
forward it you press Forward, 
Down Forwerd, Down, Down- 
Back, Beck and Medium or 
Fierce Kick. 


Spitfirs 

Change your "morning breath" 
into 'mourning breath" by 
pressing Down, Down- 
Forwerd, Forward and Quick 
Punch. 


Plg/Rir Fireball 

Take to the sky by holding Up- 

Bach or UpHForwmd and press¬ 
ing Fierce Punch While lump¬ 
ing ar flying, prose Down, 
Down-Forwerd, Forward end 
any Punch Button to unleash e 
liery blast 


Lookl Up in the sky! Its o bird! 
It's e Rocket Boosted Kart! 


This will looh very femiliar to 
Soper Mario 64 fans. 


CIbui Uppercut 

The Clew Uppercut will keep 
most bo rial ettocks at bey. 
Press Forward, Down, Down- 
Forward end fierce Punch to 
whip one out. 


You won't know who your 
fighter is until the match 


This trick works in any game 
mode 


Pouncs 


Press Beeh, Dowa-Back, 
Down. Down-Forward. For¬ 
ward and Fierce Kick to give 
your hepless opponent e suck¬ 
er punch. 
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Babality and Fatality 

If your opponent is Attempting a Babality on you, here's a 
way for you to retain ot least a shred of your dignity in 
defeat. Wait until your opponent has completed the Babality 
controller sequence. Just before you turn into a baby, press 
and hold High Punch, High Kick, Low Punch and Low Kick 
simultaneously. If your timing is correct, you'll change the 
Babality into a Fatality. 


classic Chun-Li 

hor> those World Warrior fan? who have been waning so 
patiently for Street Fighter Alpha 2 codes, we finally have a 
few choice selections for you. A note on the Classic Chun-Li 
code: although Chun-Li will be wearing her original cos¬ 
tume, she'll retain her Street Fighter Alpha 2 special moves, 
combos and so on. The color of her uniform will depend on 
which button or buttons you push. The Street Fighter series 
hasn't been chock foil of codes by any means, and we had to 
dig down pretty deep for these babies! 


itnn.90 


Classic Chun-Li 

To see Ciiun-ll in her classic 
costume, first highlight her 
face on the Character Select 
scrcno Hold Sturt and press 
either one punch button, one 
kick button or ell three punch 
or kick buttoas.Voilo! 


You've been defeated, but at 
I east you're going out in style! 


Yoar timing must be exact for 
this trick to work 


Field Staga 

To access the Field Siege 
shown in the demo, start e Vs, 
game and select your cherec- 
ters On the Stage Select 
screen, highlight Sagat, hold 
Start oo both Controllers end 
press any hatton. 


Sfwurwi 


Healing Trick 

In Kirby Super Star, players gain abilities by inholing certain 
enemies and pressing A. If you press A again, you'll create a 
Helper with thet ability. As your Helper fights, it will slowly 
lose energy until it disappears. To restore your Helper to full 
strength, first press A to turn it into an item. Inhale the item 
end press A twice. Your Helper will reappear, good as newl 


Fighting Fashion 

Each World Warrior has ot 
least four changes of clothes 
To access different uniforms in 
tha Vs Mode, highlight your 
character end press one punch 
button, oae kick batten or ony 
two punch or kieb buttons. 


Guen more Galore 

Some warriors have even more 
uniforms. Look closely when 
choosing Manual nr Automatic 
combos. You might see a stan¬ 
dard costume, or you might he 
(rented to a new pair of gloves 
or a whole new color palette. 


You con keep a favorite Helper 
goiag indefinitely 1 


Don't wait too long hefore 
healing your Helper. 
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Hairdresser to the flBR 

If you're looking for big heads and big hair, this is the place! 
The Shot Percentage code is finicky, so swirl the Control 
Stick several times. 


Nodes, Nodes end more KodeeS 

You've probably seen these not-so-secret menus in MK3, but 
that's no reason to let UMK3 players go without! (Besides, 
the code sequences are new!) 


Rodman's Kair 

The Bad Boy af the NBA naeds 
na intradacticn, but il a new 
‘do is in enter, faring him ap in 
tha Player Salect window and 
press Pass. There are sight 
colors tc choose from 1 


Shot Percentage 

Hold Up on tha Control Stick as 
yoa enter the Match Up 
screen, then swirl it clack- 
wise The computer will dis¬ 
play die odds ol making a shot 
m tha space above the dock. 


Big Heade 

Hold Up on the Control Stick, 
Tarbo and Pass os you enter 
the Match-Up screen. Look at 
the size of those boys' noggins! 
They're like & ranges on tooth¬ 
picks! 


Hoot Stuff ITIenu 

To access tha Kool Stull 
options, press Right, Up, B, B, 
A, Dawn, Up, B, Down, Up end B 
on the Game Start screen. 
You'll haar Kahn's laugh il you 
an ter tha code correctly. 


Kooler Stuff ITIenu 

For even koolsr options, prass 
Up, B, A, Left, Down and Y oe 
tna Game Start screen. Qaick 
Finishes (i a., Dne-Button 
Fatalitias), axtre health and 
extra damage will all ba yours! 


Scott's Stuff 

We don't know wha Scott is. 
but ha's got the koolest stuff 
of all 1 Press B, A, Down, Down, 
Left, A, X, B, A, B end Y an the 
Gama Start scr&an. Try 
Switcheroo and Dark Fighting 
for a real challenge! 


Power Special 

To maximize yoar performance, 
first press and hold Shoot as 
you an tor tha Metch-Up 
scraan. Continaa to hold Shoot 
and swfrl the Control Stick 
clockwise. 


Tournament ITIode 


To activate a two-player toar- 
nament, first gc to the Game 
Start screen Hold tha L and R 
buttons and press Start. 
Caation: do not asa Random 
Salact with this code, or yoar 
gama may fraeza up 


Experts, shmexperts! If you've got an awesome tip or a killer code, send it tnl 
Well print your stuff alongside the pros' codes. So what are you waiting for? 
Warm up yoar brain pans, crack your knuckles and press those buttons! 


flint end a Power 
Classified Information 
P.Q. Bom 97033 
Redmond, I1IR 
9B073-9733 










Once you def^t th--three 
guards m this nrea the stone 
pillars in the lava will 
appear, allowing you to 


Pistol 

Level 2 Key 

Level 2 Key 

Auto Shotgun 

Shotgun * 

Level 2 Key 

Level 3 Key ;.j 

Assault Rifle 7 f 

Chronosceptnr Piece 

Level 3 Key 

Level 3 Key 

Exit to Hub Ruins 


Tek Attack 


After climbing thp vine wall to the next level, you II find 
a quiver of lek Arrows that equip immediately Don t 
switch back to your guns since you'll need the arrows to 
blow up the PuMm, which is about to appear. When it 
shows up, the Pur Imcomes 
straight toward you You havr* ———?— : 

time enough to blast it with 

two explosive Tek Arrows il & 


Aft^r you col eat the Level 2 Key nenrpy, i 
Pur I in will drops down just in front of the 
vmr wall Did anybody s ty Tek Arrows? 


Once you come out o* tfn franspofaM 
point B, you'll hitthe switch to open the 
two remaining gates Take the left 
passage first * 


£ 1997 Acclaim Entertainment, Inc 
All Rights Reserved 


Last Month Power introduced you to the 
biggest adventure to hit the N64. This 
month, we’re giving you complete maps 
to Turok. Re-creating the lands, com- 4 

plete with elevation shading and items, 
wasn’t easy. Marty Pappas, our cartographer, 
hardly slept in weeks. Now it’s your turn. 


START 








































ThfeMfaihg contains i 
Spiritual Invincfoilrfy upsiairs 
2 nd various ammo and health 
pick-Ups upstairs and down- 
stairsrGrab them all 


Pick up a Level 3 Key in the tun 
nel and an assault rifle in the 
Leaper infested pond before 
tnkmg the transporter 


tn the maze, :he games 
map mode doesn't func¬ 
tion Watch out for 
Beetles and comman 
does down here Pickup 
a Level 3 Key the 
Chronosceptor Piece 
and lots of rmmo and 
health ^ • 


to the fort Commandoes attack 
from every nookand cranny Move slow 
ly and sidestep at intersections so tha* 
yo.u rc facing pptenpat^jbushers. 


if you collected all the keys in Level 1 , you'll 
be able to open the portals to Levels 2 and 
3 First save the game at the save point 
behind the hub, then go to Level 2 You'll 
get Lovci 4 Keys that you II need later 


More Pji lin punishment 
ins in store ;ust be fore. t 
hub Use your Tek Arrow 
as usual and sidestep ou 
of the way of r the brutes 
rlamt balls 


Health..... y 

Full , r_ 

Hualth.....^ ’ 

Ultra JL 

Health... 

Tranapnrt M .n 

Switch... 

Bridge/ 


Vine 


Ground 
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Ai tht gup in the walk¬ 
way, look to the right 
andjumo down into 
the cleft From there 
you can climb a vino 
^nd find fak Arrows 
*nd Lifp Forets 


At the edge oi this ctrfl 
to see a wooden stairw 
below Jump down to c« 
of Life Force and 15 XoK 


Yaur Eyes Peeled 1 


The cave entrance at the top of tho wooden walkway 
can be «asy to miss >bu should face to the left to spot 

it Take out the waiting __ 

commando, then goto 

the *ar end and jump « I 

down to the transport 
Take the tra nspo rt to a i 
lodge wh^re you'll find - 


multiple Life Forces 
Climb the vine from the 
previous area to escape 


Mucn of this cove is 
underwater and very con¬ 
fusing you kb op to the 
right wh^n you have a 
choice, you if make it 


THE JUNGLE 


1. Shotgun 
* e. Figtit in Village 
3- Level 4 Key 
4. Assault; Rifle 
5- Ctironosceptor Pig 
G. Level 4 Key 
7- Auto Shotgun 
& Tek Armor 

8. Level 5 Key 

9. Exit to Hub Ruins 

■ wny.. zsa 


It may seom unfair at times when enemies suddenly 
appear before and behind you, but that's life in the Lost 
Land On this straight stretch,just after you grab the 
ammo and gun, two Pur-!ins will appear, one in front and 
one in back Have your Tek Arrows ready to shoot Each 
Pur-lin will take two 


Look, in the huts 
*or ammo and 
health, but 
watch out for fill 
the commandos 
and raptors / .< 
New onemibS 
keep warping 
into nxistence, 
somovo quickly 














































The vine is heavily guarded, but it s worth the 
effort to rench. At the eastern edge of the 
plateau, you can jump down to a narrow ledge 
Follow it to the end then jump over to thF island 
with thust condChronoscsptor piece 


Jump down here 
to the hidden 
lodge and tnke 
the tunnel Like 
most tunnels, this 
one has enemies 
— Beetles—so 
have your knife 
ready At the, end 
is 0 Level 1 K n y 


Full - 

Henlth. . ~ 

Ultra J L 

Health....^ 

Transport... r 

Switch.^ 

Bridge/ '^ 

Ladder.o.H 

Chranostuptor Piece 


Ground 


Bootiy- trips art welr-coneealbci 
in Turok This bay in the cliff holds 
a spiked branch that swings out 
Try sneaking up on It from the 
left sid- . 


Just to the light before the two poois, 
you'll find a platform if you look over the 
side Follow the trail to reach the back¬ 
pack and other stuff __ 


After crossing tnt rope oridge 
you must take on y^t another 
flamu-throwinq Pur Im You'll fmo 
1 25% Health ond a cave entrance 
just beyond ^ „_ - ■ 


The Switch in the Wall 


Inside the temple, you’ll find ancient hieroglyphics 
1 on the walls One of these is factually a switch that 
opens a door to an inner chamber When you touch the 
• ‘ panel (which shows up red on the map) you'll hear the 
door The trick is to activate the pane! then run to the open 
door before tt closes and jump through. The effort is worth it 
since you get T-k Armor inside 


Once you pet thje Gre nadu 
Launchcrln Level 4, you can 
return to this spot and blast 
your way into the chamber 
the t holds an Ultra He.?) th, Tek 
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Transporter Adeliversyou to the top of tho building in 
which you find it From there, jump out the open end of 
the roof and follow the trail of L ifu Forces On the next 
long walkway you II run into several guards and two 
PuHins You can grab Tek Arrows in the ston* nut 
where you first land 


7. Auto Shotgun f W 
& Tek Armor 
B- Chronosceptor Piece 
9, Level 4 Keij in 
Hub Ruins 


swim to the bot tom 
eep end of this pool 
iyeMalth benefits 


Youcanruach 
these rooftops 
from tlic next 1 
higher area By 
jumping onto 
the roofs, you 
can supply your 
self with terns 


The Ancient City seems to be the 

home of many of the Campaigner's 

henchmen They're constantly appearing 

out of warp fields You must keep watch all 

around and keep your sound turned up loud 

enough to hear 

whats going on 

Hera at the edge I ^ 

of the ci ty. The L|*Jf 

warping baddies Bgfej 

are very active, j, j 

so don t hang ; - | 

'round Take the 

w^tur route H^Bf 

ensid- thecty B)f[ '* 

walls J 


Go uipand iroui id to roach 
«Mi's-switch, which lowers 
thi - stairs to the are a 
■iround Transporter B 
You Ihavetotako out a 
heavily armed comnrado 
jareacblt 


be Terns on those pillars you must 
outer ramparts of the city vis the 


stairs, lump to the row of columns, then hop 
fropi one to the next 

. r * # 












































































Defeat the two flame throwing Pur 
fins m the lower area of this temple. 
Now you can proceed to the under 
ground tunnel thatle^ds to 


Health....:*- Cave....[ 

Full u/ fl f Pr 

Health-..,— rF water - 

. a Ground 

Ultra ,- 

Health....X U "- 7 

Transport-fl Level 4 

; si 

ekeS- -x. 

Oironosccptor Piece 


Raptors stream up tne stairs to 
greet you when you transport 
through to this area Ro prepared to 
meet them. -x,., -* 


Eacnol trtw sice t e.npSes has a pSze 
of health or ammo but they're wHI 
guarded by commando, and new 
commandos continue to appear. 


ng theChronoscupioi' Piect, 

£ vk/arp arch that leads to Long 
Pulse Rifle and a Level 5 Key 


ssing the pillars in 
; Wutch out for 
uby traps that 
• from the c.lrf f side 


TUROK: DINOSAUR HUNTER 


VOLUME 95 


i ! 


Ai tare 
gross! 

■■ ■ 

• 

Hunter, 


* Jumping to the Chionosceptor 

I Save + he game before heading out to leap from column to 
1 column One mtsstep will make you start over Take the lf*ft 
route to reach the Chronosceptor Piece Its not as easy as it 

iooks. Use this map and the 


game map to plan your routs, 
and watch out for enemies 
who warp in to attack you 
The exit to boss (Long 
Renter) is ip the middle of thts 
area on the stone platform. 


NINTENDO 



















































Along the canyon walls, snipers await Use the 
assault rifle to pick them off as soon as you see 
them It can be easierif you take the back-door 
route by going behind the warp arch at the start of 
the levfl You'll find the Grenade Launcher and an 

_ Ultra Health 

before taking on 

L |5lKi the Rums 


jump down and 
'cross tha canyon 
from this ledge to 
re»ch the Grenade 
Launcher You II 
tIso pick up a back' 
pack and ammo on 
this trip 


i wo more Pur Jjns, 
md a pair of com 
rnahdos guard this 
■ > re'] i but the fight 
can be worth the 
eiinrt since you II 
pick up a store of 
ammo. 


Jump onto the 
wall, then to the 
top of the ruined 
tower From there, 
you can jump over 
to the green ledge 
and the Transport 
toD 


i;<e k u.es t>ciow tfa pillars caus*- the middle 


™ Mini-Sun iorus ab’ovn thh too of this p.Ibr, 
but you can pick one up with less trouble on top of 
Rebuilding that houses a Purlin 


START 











































Me out the High Priests on 
the blocks to open the gates 
to the Tnnspor* and Level 
6 Key 


The maze is easy to navigate when 
you have this map, but the trick ts to 

S et through it without taking alot of 
amage Eniemies wait for you 
down m*ny of the deadends Your 
best bet is to run f— 
through it ns fast 
a s you cn ri If you 
wrrt tc clean out 

the maze, uso IxrwB' 
the apposition 


Commandos molaige, 
wrecking balls pro tect 
*he Level 6 Key that 
you f.nd here More 
t-nunns ta-up warping 
in to the fight Be pre¬ 
oared lorabloodbath. 


A home-flowing Pur-lfn guards 
the inner gate to the key room You 
can pick up Tek Arrows in the pool 

E t before you get there and a 
:kpack afterward 


From the end ot Lhis protruding Judge 
jump down to the trail across the 
canyon On top, bent the Pur-lin for Tek 
Armor The Mini Gun is on the roof 


■25% 

Full “L 

Health..,..^ 

Ultra JL 
HeaIth„..Tf 

Trans|mrt,..Q 

Sw!tcb... y 

Bridge/ 


Ground 


in tins area you can walk 
straight through a solid wall 
into a room with statues 
and the Grenade Launcher 
The yellow flash signals 
when you pass through the 
wall and into the secret 

rooffiS-N 


hollow the trail ot 
pillars that have 
been colored pur¬ 
ple on the map 
This will Ic-'d you 
to Transport G and 
thevyay out 


Climb the outer ramp to r oach the top of the waterlcll in 
this mom The Chmnoscepter Piece is on the middle plat 

form, but the statu es of - 

Leapcrs will come to 
life Be ready for them. 


lief taming naHjSgS 


switches in th 


idicated on the map Yol 
b be quick if you want (o 
uach.thc upper level 
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To reach the wall-climbing room, head along the right ledge 
Natives with blowguns and f lame-throwing stone heads make the 
trip warm In the switch room, hit the switch, then climb the wall 
with protruding stones just as if it were e vine At the top, you can 
savu, then jump to Transport A 


1. Defeat High Priest 

2, Level B Keg 

3- Oirnnosceptar Piece 
4. Take Transport A 


6. Drain Water 
7- Level 6 Key 
8. Fight Mantis for 
Level B Keg 


the wall heTe B! *st 
esupply yourself in 
pr opened ^ * 


Unce you enidi thissecret corridoi 
you’ll have to take out another pair 
of Pur lins You'll find Mini-Gun 
ammn inn side ronro. - 


♦ Trouble in the Tar Pit 


Step on eve 7 switch surrounding the tar pit to 
open doors and raise the columns Go through the 
series of tunnels both north and south of the tar 
pit Collect the Wave _ 


Generator weapon in the 
underwater area. Once 
you have activated all 
the switches, a stairway 
of columns will lead to 
the far side o I the pit and 
a tunnel leading to 
Transport 3 


Sitp through Hk wall 
whwr- youseethe stone 
on the door Follow tht 
passage lo Utf end You 11 
find lots of ammo, health 
and Beetles. -- - 


GUI*IE 


A Pur tin bashes tnre 
ltwrthTek Arro\ 
the room thaf basjiis 


^hucavprns uje fillec with 
Papers (So what’s now?) You 11 
also find a High Pnest blocking thu 
exit to Transport B 




























































































The Level 6 Key ?t th* top of the ceirtf ai pilbr it' ihs 
can be renchud from the water Climb the column, t‘ 
lump to the switch todram the water below. 


1 his corridor presents 9 spe¬ 
cial challenge Giant, swing¬ 
ing, circular blades spin 
across your path You must 
study the intervals—about a 


second between slices 
then dash past the 
blade openings to ■ 

escape being sliced 
and diced. The five 
blades can take n 
terrible toll on | 

Turok. Tek Armor | 

can help soften the 
blows i 


When you follow the long tunnel end cross several 
bridges, you I! enter the chamber with the second 
High Priest Of course, you come underfire immedi¬ 
ately Use Tek Arrows or the Grenade Launcher to 
quiet him down Jump over to the platform to retrieve 
the k°y, then head out the right side of the room 
You II have to be on the upper ledge to reach the exit 
door Mow, go look 'or the Chronosceptor Piece 


This first flign Priest 
guards the reute to 
the Level 8 K~y 
Defeat rt, then fol¬ 
low the ledge 
around the room, 
heading down and to 
tht left on the mao. 


Vine 


Hea,ttl . r Cave....! 

iTzj Water. J 
Health . 

, IB _ g Ground 

Ultra . -- 

Health....X -- 

Transppnc«.n Level G 

. Key....... 

Switch... 

„ _ _ . Level 8 

E33L^ «■». 

Chrann^reptar Piece 


Thu narrow bridges can be treacherous enough 
without swinging blades ta dodge Walk across, 
ising the screen map for guidancu Goleftattht Y 
when you rL.ach it 


Ouxsice the Catacombs, you can 
drop down to n secret cave for 
extra ammo, then climb back up 
the vine to reach the entrance to 
the Catacombs. 
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Coiltct 15 Life Forces and an Ultra Ht-lth dkjng the nor 


to slow you down 


A hre-huriing Pjr.-Ufi.Q^rds the wo odSEi giSu Tead&ig 
to the lake ar-r bofi-at it using Tek Arrows or four 
grenades, then gckjjpiiearby rimmc 


ft you jump down to the island 
pinnacles, and then jump from 


one to the next, you II find a cave 
with the Mini-Gun inside From 
:hcr» 2 , you can continue down 
ihe canyon with all the snipers 


The waters of this lok^ provide safety for Turuk is ;onp as he 
stays submerged But once you stick your head out, or ,ump onto 
onu of the many islands, you'll find a hot reception. Alien infantry 

are stationed on many islands, -- 

guarding small caches of 


ammo and health It s probably 
not worth the effort to defeat 
them Head for the big tree 
with the arch at the waterline 
Inside, an elevator will lift you 
up to theTreetop Village 


Hide in tnese lifts and attack the Ancient 
Warriors and.ofher guards who -’ppear 


i ms final Level /Key is nght'out in the open 
Once you grab the key, head up a ramp into ^ 
hut Use a grenade to evict the occupant then 
pick off thn other enemies from there You H . 
hnd lots of Mmmfomvthefau's; as wt If... 


tthghu's, as wi If 


START 

























































A High Priusi appears on the walkway a* °hU At ter you dispatch' 
him with grum'des or explosive shells, another un^xpucted dan 
qor will appear in the lor n of a spiked, swinging iog Edge forward 
before you seethe logmen back up quickly v^hen it appears . 


HMirn.....V 

Full Jt 

Health....^ 

Ultra JL 

Health„.T 

Transport... ] 

Switch 

Bridge/ 

Ladder. JB 

Ciironasceptar P 


Vine 


You ini; ivofc a riretignt oi i th= way oack rum getting cho 
Level 7 Key by jumping from the upper walkway to the walk 
way b Jew ' ook fox.shortcuts like.this elsewhere, top 


A spiktd i-jg swings:dQiiM dL you uitjpfal fiSg poj liy after you 
nscend spiral stairs Beyond :t you'll find ammo in the 
snal' huts * -55 •' —*-* - - 


You cen jump iojftiC land .iru. < 
from the platform to get Tek 
Armor and an Alien Weapon 
A Transport takes you back 
to t e tree fylM&ei* 


Two gruuno-smashmg Pur¬ 
lins drop onto the scene on 
this large platform You'll pic 
up some Tek Arrows as you 
step onto the platform, but 
you can als,o,us&,grenades 


Watch out for natives who appear 
suddenly on to.ebndgesc, 


To get the 7 Key, 
r nter the cave with the 
S^ve Point de^t the Pir 
I in, then jLrnp to a narrow 
ledge just to*the lef L of tii 
rope bridge From there 
jump to the cave that lead 
to the key. 




Run across trit rope bridge to evade the 
sharpshooters in the caves along the sides oi 
move s owly. picking off the snipers before 
they see you end attack . - - S' 


This dense village area contains many huts aniieven 
more enemies running around in the open \tou II also 
find enemas waiting for you inside huts, some as 
strong as High Pncsts Although you can take cover in 
some of these huts, don t walk blindly into them. 
Sidestep in front of the door with your gun hazing tc 
check it out 


On one hand, yuuh^vt. snipers snooting at you, 
while on til otter you have to be careful not to 
step over the edge. The best strategy here is to 
use your own sharp-shop ling skills to pick off 
the OLiint ;s ahead, thehmeve careful ^forward 














































































As you move slong the straight path, several rock slides will 
crash down Move ahead slowly and back up quickly when 
you hear thetelltale sound of boulders Just after that, you 
must defeat a High Priest to trigger the appearance of 
another stairway of floating stone platforms 


e. Take Transport B 

3. Fusion Rifle 

4. Take Transport C 

5. Rocket Launcher j ii 

b. Level B Key i 

7- Take Transport 0 
B. Take Transport G 
9. Level B Key 

IP. CtironosccfTtor Piece 


Bufo/L you can reach the 
Fnnsport to B J you must circle 
tins plateau finishing off all Df 
the Alien Infinity Thai the pill 
r.se, forming a staircase - 


fhe Killer Plant guart 
storehouse of ammo 
Blast it from ? dislan 
then claim the pnze. 


If the High PrieStjS 
raptor appear at tt 
same time tfteym 
fight each other L 
ore finish off the 
other, then defeat 
remaining cnemv- 


Havmg fmfflft past the rising pillars ind ene 
mies before Transport f), you might think 
you vo corned a vacation Forget it Six Alien 
hrantry guard the entrance to this fortress 
A box of grenades and n Grenade Launcher 
wait for you at the. top of the t levator in case 
you didn t Irvc them already One grenade is 
the best way to mop up the aliens Thm pre¬ 
pare yourst-f for enhanced raptors, a H<gh 
Priest ind n Heavy Cyborg It doesn t get any 
harder than this 


The tncerntops acts esr trigger for the stairway of 
stones that float in the sky (But you can step on 
switch on the lower ledge, climb the vine and jump dowr 
the steps From there climb the vines, defeat the High 
Priest end jump over to the same area that is accessifee 
— by the Floating stones) 


Beetles oam throughout the opening area of 
I ost L'md TIip best -way to defea I: them ts to usu 


your kniL and turn 


As you heao up the ramp, two 
nre-lrl! spitung raptnrs charge 
down nt you Grenades get the 
lob dono 


Jump between the pillars to pickupllfte rorct You 
c-nfind an A.iurt Weapon mar where you begin tho 
st igo, as .w*- II’ 


START 




























































AGiamHuavy 
Cyborg gua r ds 
t^k. control plri -| 
form in this room 
S'ast it with tk 
Gienade Launcher 
while moving to 
avoid res shots, the i 
liimptothe middle 
for a heal tli bonus 


cit^p on tne switch to mwar 
tilt elevator plat roi m That 
leads to the filial key La ok tor 
diagonal 1 y striped wall sfi 
tions to defect the elevator. 


H5% 

Heaifilli. ]jg| 

Full J , 
Health._ <j“ 

Ultra JL 

Health....^ 

Transports. 

Switch... 

Bridge/ 
Ladder.JHi 

Chronosceptor P 


Vine 


Ground 


Look for* trail 
of Life Forces 
thjt leads down 
the cliff side 
Jump down tu 
explore the tun 
nils and reach 
the area where 
you find the 
transport to DJ 


ht Subterraneans 
don't like your Quad 
Rocket Launcher Light 
up the huge worms 
then transport beck 
Vou don't really need to) 
qo here 


Stdp on the switch, then 
raix, up the ramp to the 
elevator platform Jump 
across to battle two 
Heavy Cyborgs and collect 
the Ultra Health* _ - 


® Attack fiom Above 


Vou must drop down to the ledge |ust to 
the left of the step bridge to retrieve the 
Chronosceptor Piece Unfortunately, you 
must defeat two High Priusts Take the 
advantage by firing on them from the 
heights You can pick up health, grenades, 
a backpack and Life Force, as well 


A senes oi plat 
forms drops from 
the sky, providing 
you with a fndy 
set of stairs Atth 
top is a courtyard 
protected by gun 
turrets and Alien 
Infantry . 


TUROK: DINOSAUR HUNTER 




It's orly frttng that 
you use your heavi 
es* wejipors,sucfi 


as the Quad 
Rockets, 
the Heavy 










































































The right side of the gap may look shorter, hut 
you'lf only make the iumprf you aim toward the 
left side and make «. long leap.• 


T he omy way tpre^i the Ultra Health on 
the high piatformmthis chamber is to climu 
the giant rock the i jump to the pillars. It s 
extremely difficult 


Two Pur-lins apoenr on a platform in the mid¬ 
dle of the room If you fall into the lava, an 


rl-'vator in the southt-ast comer will take 
you back up 


Defeat an enemy in each s ->c 
tion of this divided corridor. 


Fhe tall pillars U/’d to a 
health bonus or the top 
of the high block, butyo 
can cross the roomusini 
thelow^r route and an 
elevator 


Cyborgs Everywheie* 

Several Heavy Cyborgs and lots 
of Cyborcs, Sta*f Cyborgs and 
other unforgiving individuals can 
be found in this chamber and its 
upper aroe The only reason to 

venture inhere 
. j « \ is to collect the 
! L 1 Y;Iek Armor and 

L ammo, most of 
I T which is found 
I I yon the upper 
f Mt I r ledges and in 

T % 1:the rear tunnel 

J Go for it if you 
m r "" have plenty of 


T his Jev'itor drops 
down so you can reach 
Transport B and other 

areas, ... 


I wo triceratops and a host of other ene¬ 
mies await you on this plain Unless you 
need the scattered itemshcre, just avoid 


them and enter the 


Jump over the false rloor square before 
Transport B to rc.ach th^ middle of this 
room and the four weapons,including the 
Fusion Crnnomnd Shockwave Cannon. 


Jump from 
one of these 
platforms to 
the othf-r to 
reach nil th-> 
health Jump 
when the 
opposite 
platform is in 
its lowest 
position 


Pass through the check' 
point in the middle of 
ihe room to activate 
the phtformsg* - 






















































































e Ultimate Test 


You'vn pr ictically iched the and at this 
point, which rr.c ins thit th* troops will be out 
in force. TK Staff Cyborgs, however, seem to 
bi having 7. mutiny. Sit back and fat them 
attack the Alien Infantry then go after th 
survivors. The upper rooms hav . lots of 
mmo, but they aiv; 
guarded by 

^ Hi vy Cyborgs. TS ^ - 

Camr ior , 




In the sewer ar^a indicated bi'ow, yuu must 
take thv upper route through the three 
sewer pools filled with crab like sludg? 
befs + s, theft follow the tunnel upward 
When you reach u ledge, look for a trail of 
Lifa Forces leading downward Jump down 
onto the ledgfebalow to find Transport F 


You can collect plenty of health points 
and ammo in this chamber but tn° ent¬ 
ries may cost you asmuch as you gain 


es% 

Health. 

Full 

Health...!.. 

Ultra J 
Health.....; 

Switch... 

Transport 

Bridge/ Ladder.. JH 

Cbronnsreptor Piece 


Ground 


The columned room, and the ere3s just before it, 
contain many prizes, including 25% Health boost 
items and lots of ammo If you have over 100% 
on your health, stick to tha outer 
edau of the room whe -e you Dl - 
rnuet only Afun .'nfa»t y f you HI 
n-. .writhe Mur25%Healthmth> |r ; 

nvcclu of The room, ift oare tc i "%u-( 

defect o Heavy Cybo rq 


Operate the gravi¬ 
ty wehs in this 
room ?inrifnthu 
tunnel |ust before 
you get here, by 
looking up while 
pushing thr top C 
Button 


TUROK: DINOSAUR HUNTER 


NINTENDO 64 

















































Your player has a better^ance of ^coring if he pre^ 
pares his shot by sqdanng up in Irorit of the goal To 
square up, hold your £hot Button down fay a moment 
before shooting the [kick. You can increase your scor¬ 
ing chances further biy Roving as c^ose as possible to 
the net, but the ^ 

goalie might — * \ fcHE/ 

poke-check r 

* ■ ■ Jjj ' “ » « a 

you if you do. 


A one-timer is a quick pass to a second player who 
immediately shoots the puck at the net. One-timers are 
considered the best way to score goals, since the first 
player dram the goalie out of position, giving the sec¬ 
ond player a better shot at the net. To execute a one- 
timer with ayrojiiputer player, line up a pass with a 
teammate,/then press the A Button and the B Button. 


brief momeitto 
square up ia 

froatofthcgoal. ^ 

The drawback 
to squaring up in 

froat of the aet is that your player is vulnarabtp checking 
by opposing players, iacluding aggressive goalies oarryiaff 
big sticks. v- -* 


-y , Some goalies are more 

effective at blocking oae-timers'from one direction than others 
Watch your shots aad look for weak spots if you lind oae and 
continually,aim for it, you'll increose your chances of slipping .. 
the puck betwaan tha posts. ^ yflr 



(Vlli 


Try not to be 
your victim i 
own t^mma 
strategies A 
option is tdra 


Unless you're trying to handicap your team, don't 
change the goalie^ Ypur team's best goalie is already 
assigned, and the game does not simulate slumps. 
Gajffisrs who chajige goalies do so because they want 
to.sub in^a switiiiiental favorite or because they're des¬ 
perately trying tp halt nN||| ] 
your scoring streak. g^jj 


When the opposition skates away with 
the puck, join the chase and hjelp your 
team. Many human players Ipit^r.hy 
the goal on the other side of the ririkf 
hoping for a long pass that will lead ter 
a one-on-one session with’the goalie. 
Don't let your teamjBgtft^jjff 5# 
inflicted power plays. r 




| PWlgdeW 
/ ■ ■" 

If ycu'veaevar tried 
switchings goalie, tap 
the R Button on top of 
your coitroller while you 
choose your player. / 
Human players caanot 
coatrol their goalies. 


Trippiag can be 
Effective mean 
forciag a turaoi 
you aeed to ke* 
aye on your fell 
teammetes Th 
b.etwean f rienc 
your foe and a t 


Every goalie in tha game caa 
transform into aa impenetrable 
hrick wall, providad yceTe playing 
in Arcade mode and die goalie has 
blocked five consecetive shots. 


The of itfmum offensive 
lines are listed on the 
tight- You can mix and 
match players between 
fines whenever -you 
select a multi-player 
game, but you cannot 
select two players that 
play the same position. 


ARNOTT FRIESEN FERRARO 
MCAMMQND WHITNEY KHRISTICH 
BUCUBERGEH OWEN NOLAN GRANATO 


FORESBERG RONNING KARIYA 
OEAOMARSH PAVEL BURE SEMENOV 
YOUNG MOGILNY S EL ANNE 


TITOV 

ROBERTS 

FLEURY 





































If you're playing a multi-player 
game, you can design forma¬ 
tions to befuddle the comput¬ 
ers defense and throw the 
goajie out of position. One 
basic play is to keep your play¬ 
ers in a triangular formation in 
front of the goal and set up for 
a~ quick series of one-iimers. 


If you're playing in Arcade Mode, you can pull^pff super¬ 
sonic Power Shots if your player has Turbo Power. {A play¬ 
er has Turbo Power if the • direction arrow beneath his 
skates is white.) To use your Turho Power on a Power 
Shot, tap the bottom C Bu^n-amHhe-AJButton at the 
same time. Check out the Power Shot tips listed below 


Skate into a tri¬ 
angular forma¬ 
tion with onn 
player at center 
ice and two 
other players on 
each sidn of the 
goal This play 
lets you pass to 
an open team- 
metn for an easy 
nne-timnr 
opportunity. 


Slam the goalie into the net by Ignite the net by pressing the i 
skating bet wonn thelace-off Button nnd the C Button any- 
circles infront of the net wheye in front ofthe goalia If 

before pressing the A Button the goalie is prepared, he cm 
and the bottom C Button at thn douse your flaming shot with 

his stick, s \ 


same tunn 




—till. Illtma \»aa 

CORSON ROENICK MAOANO GILMOUR 

COURTNALL AMONTE ; MARSHALL MULLER 

BRETT HULL JOE MURPHY GREGAOAMS GAGNER 


EOOLCZYK 

ORAKE 

KOROLEV 


STR AKA JOE JUNEAl 

DAVE LOWRY PIVONKA 
SHEPPARD BONORA 


ROBITAILLE 

VERBEEK 
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CKUHKY 


aw 
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LEMIEUX 

MILLER 

JAGR 


AOAM OATES TURGEDN LAFONTAINE SANOERSON OAIGLE 
CAM NEELY DAMPHOUSSE AUOETTE SHANAHAN CHORSKE 
TOCCHET RECCHI JASON OAWE NIKOLOSHIN ALFREDSSON 


SYKDRA BRADLEY 

ANDREYCHUK YSEBAERT 
RICHER SELIVANOV 


SEMAK 
OEREK KING 
PALFFY 

































































































































“...AMD WAT’S. 
THE HEW JERSEY 
BEWLS, MA’AM/ 


Game counselors at Nintendo's Call 
Center have received c number of 
calls abouta player named "Satsn" 
in the Edmonton Oilers line up. 
Leaping Lucifer! L>id Old Nrek trade 
in his pointed pitchfork for a hockey 
stick? While flic devil might have 
made them do it, Midway's develop¬ 
ers didn't have a picture available of 
Miroslav' Satan, a 6'1, 176-lb., 
Slovakian forward for the .‘Oilers, in 
time for game production. Game 
counselors and Midway insist that all 
of the players in Wayne Gretzky's 3- 
D Hockey have skates, not hooves. 


Grahbmg and punching or unleashing an 
uppercut on you? opponent will inflict the 
most damage in a fight, but both attacks can 
be eesHy broken up with timely jabs and 
punches To grab and punch, skate in close to 
-your foe end hold the A Button while pressing 
the B ButtonrTo execute an uppercut hold the 
A Button and press the bottom^Buitoa 
These blows archest tor defcatfip'the mgst 
brevyny opponents J'SjF 


Tap the A Button 
to jab your oppo¬ 
nent Similar to 
punches, jabs will 
disrupt your oppo¬ 
nent but inflict 

only minor deni- 
age Try unloading 
saveral jsbs 
before countering 
with your own 
grab or uppercut 


jm*L 

QTT — 


Press the B Button to release a 
punch at your opponent Swift 
punchas inflict very little dem¬ 
age. but ynu can use the move to 
stop sn uppercut or keep your 
ton Irnm grabbing you. 


OftTF 


EE* ^ 


Are you looking for 
o winning gome plon to get your 
teom in the ploy-offs? Power hos the offen¬ 
sive ond defensive strotegies, top ployer picks ond 
cool codes to improve your hockey skills. 


© and ® 1996 Midv\toy, Inc. 






























II fo legena^wpen our uniiierse / 

f\ Sreofed, o Mtijifh+key wos forged fo 
- * I ffTO wov Ihe^trmite powers of the cos- - 
moso^^hifs sicK^s ksy wos broken ond ; >, ^ 
each cast. Into, different circles of 

reolity ’flt'fekeepjng. These reolities ore ' 
connected TR»re-woy;jortols, o^ark Rifts* 

Only indivHKs who possess q^frvigmentof f*. 
the Moster ^Bj^m oy traverser mmensionol,/ 
threshold. UpJ(J^)ssino,Hjie Dark^&ift will sedl 
"s If and dN fH^Tlifnmieiits soy fhof wheijihe 
pieces of the ore reunited, the dimensions 

brflltftiveraeTo r*WnBfEJrue center of the universe. 

the Vortex. Only tfcjb! 


nr inr Of convert 
f f of the comph 
the Vortex ond 


Turn the page, and enter a 'K^' 


nsion 
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There are eight fighters in the game, four ma!es-rf 
you consider Morphix to be a ma’o-and i : our 
females Each warrior has his or her own reasons 
for entering the contest, but game players won’t 
learn all the characters' secrets unti they complete 
the game A few warriors are supposedly working 
together with other contestants in the tournament 
but it's doubtful these shaky alliances will last as 
the finalists acquire pieces of the relic 


...of tournament fighting, vtc 

Nintendo £ Scheduled for release fai ths . ifjy-juiwfrS? of 10^1^1 
reporters sneak a p^k at thdr cluttered Peer fojf the 
eclectic array of warriors and learn about their twisted plots. F^k*j*j 
strewn about these desks will leave you ready for mterdiroenwotfl 


Ittdty prilygoortl, 3--JD luuro*m.*nl fifing., g#me for the 
Ejjj* 4 ifronwUi*! »ft1y ? Hri4 mementr to jeff ourfovuig 
fejT®);irntoer^ awd artist* if Kfepno* Rift 7 ; 

^kPtcH^ wcifcmi photic and background artwork 


A member of the Colonial 
Commando Special Task Foret, 
Colonel Aaron Movefile has been 
ordered to save the earth by 
retrieving the Core Prime Element 
from Sonork, The 'Core ■ Prime 
Element is the only thing that can 
save the war ravaged planet. 
Maverick is a weapons and explo¬ 
sives expert. He is equipped with 
the MFG-16, the latest design in 
assault rifle weaponry. 'The MFG 
actually stands for Magnificently 
Fun Gun" spoofs Wamock. _ 


KRONOS DEVELOPERS MAY 
HOLD KEY TO UNIVERSE AND 
FIGHTING GAMES 

Pas idena, C v <NP)—-The sun Set on th* 
Pacific hours *go, but thi florascent lights 
are still blazing brightly across all 2 ,000 
square feet of the bustling offices at Kronos 
Digital Entertainment, Inc. Sixteen-hour days 
are th^. norm for the eighteen- 
employ team adding the finishing touches 
to D \rk Rift, a 3-D, Nintendo 6 tournament 
fighting game about interdimension d com¬ 
batants battling for the k-y to unlocking the 


societ of the universe. 

"It's inci jdibL to the 
whole thing com~ together/ 
exp' .ms Andy Koo, the 
Animation Technic-1 
Director for the project. 

"Over a yu ir ago it was on 
paper, and now we're mov¬ 
ing characters round nd 
we're p’aying the garr ^ with everything in 
thei~. It looks md pi'ys better than we'd 
•sv^r im .^ined." And it should -Dirk Rift 
featui^s new animation technology never 
ittempted on console video games. When 


0 

«nam 1 


Bv The Kronas animation 
team takes a breather 
daring a motion capture session. 


the titanic gladi itors dash 
and lock b 1 .des in comb it, 
pi yors .re blinded by 
explosions of brill? <nt sp irks 
rn vibrmt colors. Thj garr. '5 
cenvirn tic, roving cirr '2 
c tptuids the fighting fury 
from an oblique, thrt^-quar¬ 
ter perspective, throwing 
gamers right into th ? middle of the ar»rr. 
E ch warrior in the game was modeled with 
ictu I actors on st ite of the art, optical 
motion-capture system. Th- etion is deliv- 
„ ad at a whopping 60 i ime^sjcond (fps). 
















Use red as the color on 
flit or impact sprites. 
Red creates more heat 
end emotion than any 
other color 


incorporate elements 
of old Chinese 
legends ond stories 
into DorK Rift plot. 


Animation Director Tod 
Warnackis fitted for an 
optical motion capture 
session 


"We thought that a 30 fps engine would 
make the animation look too choppy/ said 
Ted Wnmock, Animation Director at Kronos 
"A faster engine had never been tested 
before, but our engineers optimized the pro¬ 
gramming code, so now not only do we 
have 60 fps, but we have lighting effects, 
fog, real shading—we have everything and 
it's incredible " Superlatives like 'incredible' 
do not flow easily 'n a company comprised 
of discriminating game enthusiasts "We 
have a lot of fighting aficionados at Kronos/' 
adds Warnock "These guys, myself 
included, will down and play fighting 


It offer, then we added our own 
-1 touch with extra stuff from our 
I j personal wish lists " The Kronos 
team balances their hours of 
hard wor,< with a sens*- o 
humor and -tin This ttame is 
Hk] also reflected n their produc t 
GpBM'j "We wanted to have cndcar- 
In 8 characters that had some 
fJLi humor to them, but at the same 
time were dnr* ■ id n ysiert- 
ous/adds Warnock "It's a sen 
ous fighting game but we didn't take our¬ 
selves too seriously when we made it " 


games for hours " I HQ-— 

"Actually, “id would 
lose for hours," joked 
Sian Liu, {Executive 
Producer at Kronos 

r my 

fight ng games that we 
1 ike, and we picked the best attributes that 
technology and the game industry have to 


flggUGSA 


MC^iroA 


A minron of the Da^k Dimension, 
D^monica Grroux is. on a quest to 
retrieve th. Coi* Prita■ Element for 
her evil master, Yhw Lord Demon 
Demitron. Years go Demonic”, was 
raptured by Sonork and she revealed 
the s<?cret of the elements in order to 
spare her life.'Seeking revenge, she has 
returned to fight Sonork for the Prime 
Element. "Demonica is really tough," 
explains Warnock. "She's kind of an in¬ 
close scrapper because she has the 
shortest range in fte game. She has this 
bestial, in-your-face, style of fighting." 


Morphix is pure energy and enigma. It's spec¬ 
ulated that he c^mc from the Light Dimension 
and even that he carries the Light Prime 
Element, but nobody really knows why 
Morphix i$ in the contest "He's not really here 
to challenge anyone/' explains Stan. "People 
who don't understand him attack him and he's 
forced to defend himself. A lot of Morphix's 
moves are three dimensional and, in a way, 
really freaky. He can spin his head all the way 
around and his body physically morphs." 

"He can do this because he doesn't have a 
normal bone structure like the other beings 
in the game," adds Ted. "He is a fast character 
and his stretching moves give him 
good range." — * • 














If this gome 
takes off well 
have to get a 
proposal together 
for a sequel. 


spins, circular sicie-sujps na ;nuui .te 
itt ck combos. "The boast-like warriors 
have animal ankles as opposed to human 
ankles, so we had to get the actor's foot up 
off the ground We have this guy here—he's 
this huge, lovable lug of guy nd in 

O irtrri?Jible a™™ ’>T r ' r —hie 

name is Steve Knox. This 
guy is an ex-football 
player from Texas who is 
about 6'5" and weighs 
almost 300 lbs We want¬ 
ed him to do the motions 
for our bigger characters, 

1 Christiansen but we had s ?f d 

ictiononhowto some time talking him 

irabinovG mto jumping and twirling 


Developers who push the envelope of cr r 
ativity oft^n break rules or resist convention 
to produce innovative effects. The game 

r - 

and defied gravity while creat- 
ing the fighting action for Dark 
Ri<t "We were doing optical 

mol on c prure for our bestial 

c 'aractv is they have an awk L ,^ 
ward *oot and ank!e structure," 
v^xpta.utd Ted Wnrnock 
Motion capture is utilized in ^ctiBSsSa 
game design to create realistic rtctivcsins 
images of each character's executrfEvi 


around wearing tins outfit made up of blac’» 
Spandex and h*gh heels in front of the 
cameras " Knox was probably more con¬ 
cerned about maintaining his balance 
than what his gridiron buddies m Texas 
thought about his unusual and precarious 
assignment After all, the bigger they arc* 
the. harder they fall 


CHARACTER PROFILE 


An official custodian of the Core 
Prime Element, Scarlet Zcrai was 
removed from her post when the 
tyrannical Sonork decreed that 
females were unfit for using the 
relics. Scarlet vows to destroy 
Sonork and declare herself 
Empress of the Chosen Ones. She 
shuns technological advancements 
and is very fond of classic weapons 
and ancient warfare. "We're tired 
of the female stereotypes in other 
fighting games—they're all femi¬ 
nine, agile, really cutesy or just 
subdued/' said Warnock "We 
wauled a strong-willed, powerful 
female character. Scarlet is slower 
but much more powerful than the 
female characters encountered in 
other titles." 


Axe-toting Gore of the Highlands is the cham¬ 
pion warrior of the Planet Dorian. The King of 
the Dorlons decreed to his subjects that they 
are the rightful owners of the Core Prime 
Element, and ordered Core to recover the 
relic. "Gore is your classic muscle man," said 
Liu. "He's not particularly smart or fast, but 
he's very strong. His attacks have to be 
planned and timed, but when you make a con¬ 
nection, the damage can be pretty devastat¬ 
ing/' Gore's projectile attack is different from 
all the other characters in the game-hc stomps 
on the ground and creates a shockwave that 
radiates outward in an expanding circle. 


A computer camera ^ 
recants the outline 
of the reflective 
orbs en Sandy as she 
jibs an imaginary 


exponent 






TO: Al! Employees 

SUBJECT: NINTENDO POWER VENTURES INTO THE RIFT 


Nintendo Power wiiters will be calling and asking for information about 
each character s &peu«T moves for another upcoming magazine article We 
will assist them With the special moves, grabs and projectile attacks, but it's 
important that no one mentions anything about the hidden chataclers in the 
game Dark Rift is a huge game with multiple endings and surprises With 
al! this hidden stuff, we can probably get the folks al Power Magazine to 
talk about Dark Rift in several volumes right f 


Years ago Eve was the head researcher of 
Sonork's secret project to create a race of 
Sentient Integrated Droids. When a batch 
of droids malfunctioned and went berserk, 
Sonork ordered his forces to destroy all 
traces of the secret laboratory on the Planet 
Eden. Mortally wounded while fleeing the 
lab. Eve spent the last moments of her life 
transferring her consciousness into a highly 
advanced prototype droid. The Prime Core 
Element is the only thing that can repair 
and restore her human body. "Eve has a lot 
of special moves, she's lightning quick and 
she has range, which makes her a really 
nasty opponent," Warnock said. *. 


Niiki is a trouble-making princess from 
the Jungle City of Faralon. She ran away 
from home after her over protective 
parents forbade her from leaving the 
palace. No one knows Niiki's true iden¬ 
tity. She was trained by the best warriors 
in Faralon, and she is a master of Inverse 
Kinematics, the art of applying balance 
and leverage to displace a foe's momen¬ 
tum against himself. "Niiki's here for the 
fun and adventure, but she has no idea 
about the danger she's in," said Stan. 
"She doesn't care about the Relic." 

"Yeah," adds Ted, "I guess she'll make 
the Relic into an earring or something if 
she wins." • 


No one really knows much about 
Zenmuron since* no one ever survived an 
encounter with this mysterious warrior. 
There is speculation that Zenmuron 
belongs to a, secret society that teaches 
warriors lethal Ninja techniques com¬ 
bined with Samurai style, but nobody 
knows fhe intentions of this clandestine 
organization. "7enmuron is a fast charac¬ 
ter. He has a very long reach and lightning 
swift kicks, plus .in even balance of high 
and low attacks," said Warnock. "If you 
know his moves, he's one of the most: dev¬ 
astating characters hi the game." 
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TO FIND OUT 

PEOPLE’S THOUGHTS ON GAME TESTERS. “THEY PLAT GAMES FOR A 
LIVING?” WAS THE USUAL REACTION. THE GAME TESTERS’ 

IL REPLY WAS “ITS NOT ALL FUN AND GAMES} ITS ALSO 
LOT OF WORK” AND. AFTER STAKING OUT THE GAJ 


TERS HERE AT NOA, WE DISCOVERED THAT, 


ST PART, THE TESTERS’ STORIES CHECKED OUT— 
THEY DID WORK HARD, BUT THEY WERE ALSO 
GUILTY OF HAVING FUN, 


Q mam power 
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THE BUG KILLERS Ell 
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UNUSUAL SUSPECTS 


At NOA, demo versions of games are 
first tested in the Tree Branch before 
being retested by the Final Approval 

Testing Depart¬ 
ment In the Tree 
Branch, test¬ 
ers like Robert 
Johnson and 
Melvin Forrest 
spend, on aver¬ 
age, three to five 
months playing 
a single game to 
uncover all of its 
bugs They're on the lookout 
for distorted graphics, lock-ups, 
or anything else that may be 
under suspicion for preventing 
smooth game play Bug killers 
play a game at each stage of its 
development, retesting as soon 
as the programmers add a new 
level to it. Usually, testers have 
no instruction manual to help 
them figure things out, but that's 
part of the fun 

They have to play the games in 
unusual ways to find bugs 
"Instead of just playing, you have 
to do all the weird stuff," Robert 
explains They won't find any bugs 
if they just play through a game 
the way the average player docs, 
because that's where the obvious bugs have 
already been nabbed So when bug killers 
test games, they play through the levels 
backward, drive off the courses, bump into 
walls, or try to defeat bosses with the weak¬ 
est weapons 

Testers keep tabs on the bugs they find 
in a bug log, writing down all the details of 
the defects and how they made them hap¬ 
pen It's not a bug unless it's a repeat 
offender, so testers must pay attention to 
precisely how they 
caused the glitch 

Once the developer 
finishes programming a 
game, and the testers in 
the Tree Branch have 
debugged it, the game 
NOA's second testing group, the Final 
Approval Testing Department 

There, testers like Eli Wolff and Sharon 
Pfeifle play completed games for about a 
day and a half, double checking for bugs 


and testing the game's compatibility with 
various hardware Eli and Sharon also act as 
"morality police," monitoring games 4 con¬ 
tent Since the Final Approval Testers spend 
only a few days on each game, Eli tells us, 
"The biggest stress is mastering the game" 
So maybe bug killing is almost all fun and 
games, but it's not for everyone 

"Anyone can play video games, but not 
everyone can find bugs/' Robert says The 
best way to learn how, Sharon tells us, ;s to 
lean about the industry from the inside 
Sharon, like most testers, worked her way 
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up to being a tester, starting out as a tem| 
answering phones at NOA and giving game 
tips to troubled callers But before coming 
to NOA, Sharon had barely played video 
games Robert and Eli, on the other hand, 
are guilty of being video game fanatics, so 
when they heard there wc r e openings at 
NOA for game counselors, they applied and 
snagged the jobs 

Melvin broke into the industry when he 
was discovered at the Nintendo Powerfest 

'90, a video gam* 


“TO BE A TESTER, IT HELPS TO LTVE 
IN WASHINGTON OR CALIFORNIA 
WHERE THERE ARE A LOT OF 
SOFTWARE COMPANIES.” 

—ELI WOLFF, BUG FILLER 

is submitted to 


fair he'd at th 
Seattle Kingdome 
He played his wa) 
into the semi-finah 
of the gaming com¬ 


petition and, soon after, was offered a game 
counseling job at NOA As a counselor, he 
had to prove himself to be knowledgeable 
and attentive Only then did he get the 
chance to become a tester 


















Currently filing Charged as Le id Gam^ Programmer at Sculptui jd Snj twafS 


NAME: SCOTT PERRAS 


FORMER 1UG KILLER AT 
NINTENDO OF AMERICA 


MIERIE'S 71-11= GAMIE 
TESTER'S M.O.: 

The Tree Branch begins the 
testing process: 


Jwjgte, toepm* gn rn inf 
'# IbcltTups ^ mv 


BUG KILLING IS A GREAT WAY TO BUST INTO THE 
VIDEO GAME INDUSTRY. IT CAN LEAD TO SUCCESSFUL 
CAREERS IN OTHER FIELDS LIKE GAME PROGRAM¬ 
MING OR PRODUCING. WE APPREHENDED TWO 
FORMER BUG KILLERS WHO ARE NOW WORKING IN 
THE VIDEO GAME INDUSTRY’S MOST WANTED CAREERS. 


6* ci frrfyfcr ot ( f»Y lau** 
4 kvefepe*Tfm»Ctheit fix 
pyo&Ami and ifr *p«ut tt*r gaime 

'Mw 


The Final Approval Testers then 
finish the testing process: 

K. 






H. M 

Testers may also do the following: 


u^ed to test ggme^ hot now he's 

»ro< th*/rri,. hd other 

testers an. checking his work As lead 
Programmer at Sculptured Software, 
Scott's worked on seven games for 
Nintendo systems, such as Ren <* 
btimpy Time Warp, Mortal Kombnt II, 
and seaQuesI DSV Currently. Scott's 
woikmg,.pn titles for other platforms, 
including NBA Jam Extreme II and 
NHL Breakaway He's come a long 
way from h]s humble beginnings as a 
game tester, but bug killing gave Scott 
the foundation he needed to succeed in 
programming. 

^Testing countless games for NOA, 
Scott began thinking, "Maybe I coukl 
start programming'" And why not? He 
was familiar with video games, how 
they work, and what makes them run, 


and he had first-ha itffcnowteSte about 
thp swarms nf npsty rjfril Liffis siat 
infest them, too So Scott ihoaed* his 
programming skills and left NCSA to co¬ 
found Lobotomy Software in 1992 
Soon after, Scott moved to SVu Ipturcd 
Software to be a program 

Scott's advice to anyonewho wants 
to fol !ow in his footsteps isto pay atten¬ 
tion to the bugs and leirn from them, 
then apply that knowledgeio move up 
in the gaming industry "Computer 
knowledge also makes you more valu¬ 
able to game developers/' Scott insists 
The Industry ts very competitive 'The 
more you know about the theory of 
games and sprites, how the scretn gets 
redrawn, where to expect problems, 
and how to think analytically/ he says, 
"the more valuable you'!! be " 



COLLECTION 


Bugs are always on the prowl, 
er, crawl, so we pul oul an 
A.P.B. to round up some pesty 
problems that can prevent a 
game from being approved. 

NINTENDO POWER 



LOCK-UPS 

A bug can cause the entire 
game to come to a screeching 
halt, freezing everything on¬ 
screen. 



DI=I=I=C7M= AUDIO 

Some bugs are silent; others 
can cause audio problems that 
can be ns noisy as crickets. 



BLACKOUTS 


Like lock-ups, these stop the 
game, but they also make the 
screen go black. 


i 



















ably headed in the right- direct foh " 
Passion for computers and. vfo eft-games 
landed Jeremy his first. Resting jpb at 
D’sney Software 7hrdS*$ior5lhs later,] 
he joined Interplay to' b &:di& one of 
its first testers His cfcdic iupn to the 
cause, along with crcsMav e talent, 
then earned him ppbmofiSs, until he 
finally snatched up*the producer 
position 

At Interplay, bug kilters arc required 
to test for a-year before they can move 
up to the lead tester position Only a 
lead tester can move further up the lad¬ 
der Jeremy climbed to the top of that 
ladder to become a game producer at 
only 24, and his start in game testing 
helped h:m get there 


for him, he broke free from the tedium 
to eventually become a producer at 
Interplay Jeremy now coordinates 
the various aspects of creating a-video 
game, including its budgeting, schedul¬ 
ing, contracting, and sometimes even 
its programming. (Currently, he's 
responsible for molding Clay Fighter 
63-V 3 for the N64, which you can read 
more about in this month's preview) 
ft re my admits that testing was bor 
mg for him, but he asserts that drive 
and a love of games will hi p set you 


NAME: JEREMY AIREY 


FO.tML.i >UG KILLER AT DISNEY 
SOFTWARE AND INTERPLAY 


Jill 


14 

9 71-11: VERDICT 

IF YOU LOVE SLAYING VIDEO 
1~~~E S AND I DON’T MIND 
“ ““ 7717 ”, r 77IE TESTING 
ZUGHT BE A JOB FOR YOU. 
ITS ALSO A ViREAT WAY 
TO GET STARTED IN THE 
GAMING INDUSTRY, TEACH¬ 
ING YOU THE INS AND OUTS 
OF THE BUSINESS AND TECH¬ 
NOLOGY. BE PREPARED TO 
WORK YOUR WAY UP. MANY 
COMPANIES DON’T START 
EMPLOYEES AS TESTERS, 
INSTEAD PROMOTING EXIST¬ 
ING EMPLOYEES TO THE 
POSITION. BET IF YOU HAVE 
THE BUG FOR GAME TESTING, 
IT’S POSSIBLE THAT YOU 
COULD ONE DAY BE PLAYING 
GAMES FOR A LIVING AND 
EVENTUALLY BE MAKING 
GAMES, TOO. 



GRAPHICS CORRUPTION 

Glitches can distort graphics, 
drastically skewing images 
or warping them into wild, 
wavy patterns. 



HARDWARE 
INCOMPATIBILITY 
Some bugs prevent games from 
functioning properly with con¬ 
troller or other hardware. 



INAPPROPRIATE CONTENT 

Not actually bugs, but objeclion- 
ables such as profanity can plague 
a game, and testers must extermi¬ 
nate them. 



PROBLEMATIC SCORING 
Programming errors can cause 
some games to tally points or 
save data incorrectly. 
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RACE TO TOURIAN FOR 

the best ending 


” but-mythienl goal, you must deteat the Motnc- 
Brain in less than three hours of game time It's not 
going to be easy, but If you focus oo getting only the 
essential items and defeating.necessary enemies, you 
can do it Power is here to help We've listed all the 
steps you need to take., but taking them doesn't, 
ensure a fast time You still have to defeat baddies 
quickly and make the jumps Our maps, tips, and 
game play sequences will be - your guide Before 
beginning play m any area, study the map and the 
call outs that describe the essential steps you must 
take. If you have questions or you get lost, pause the 
game so the clock stops while you check this stetfe- 
i>v review for the correct procedure or path to follow 


Samus should be equipped with at laast 70 to 
75 Missiles and 8 energy tanks at the end 
Yoa'il also need special weapons to get 
thrauahnarlLL arias. 


k MISSILE CHARGE 

~ ®h*se Missile Ch«r|in« sfrv 
lions .refill nil tit year Mfcsil# 


^ " MISSILES 

F Ml extra Mssilcs to your overall 
capacity at thesa Missile tanks. There 
46 tanks anil 230 Missiles available. 


4k MAP COMPLY* 

Piag into . these devices 
access on-screen map infeimPla 
on^hecitTrs 1 tarea 


SUPER MISSILES 

ylr Super Missiles pack even mure 
punch than ordinary Missiles. Yoa 
can collected in all., 


EIMEBG\ *CH ARGt 

* Fill up ill of,your Energy Tank^ 
njef th*s* recharging tion£ 


POWER BOMEF 


open yellow doors and certain 
ks. You can find 5D r n th 1 * • n. 


HIDDEN PASSAGE 

Hidden Passages kuk like so! 
w lls, Ait you caopjss through find 
i; markfc 1 hv this si^ol 



ft 

h 
























CRATERIA 

- From ths st irt point at XV ship in 
Crattri ,, go Ijft into th*. rocky c veth -n 
down to thtf main elevator ic iding to 
Brinstar, which is rr irktjd ay thw number 

oni Were arc 

I 4 afewothrr 

goner it tips 
tok-ecn 

fe^* *^* M w ffp ™ d Always 

rlook for the 
j-. . correspond 

mntipnurr- 
buronthe 


mip to help you find your location. In soma 
tips, you'll be i 'erred to pr-vious num- 
t ts, which means that you should return 
to those locations, if you euer b come iost 
and wind up spending time searching for 
loc ition, don't worry Just don't s v* the 
game Once yuuhnd the correct area, start 
the game over from thu previous Save Point 
nnd go directly to the correct location in 
this Way, you II always keep your time fast.) 
<L Just to the loft is the Morphing Ball (A} 
Jump up ove r the rock pillar to reach it 
3. Go to the right and down to find the first 
Missile (B) 


Return to Craten vr tt. 
save the g^me. 


levator and 


5 G^t the Bombs (C) next. 

" DdieatTorizo by shooting its f ice 
Collect the energy *nd Missiios in th ; 
rocks it throws. 

- Save am at t \ tsonb to qei the 
Missiles below the Save Point 
8 Go up and bomb to the left At the 
bottom of the slanted tunnei is an 
Energy Tank. 

9. Continue left to the Brinstar elevator 


START 


15. Go down on tb 
? 1 -ft sic ,b(?stthc 
. ^d door, got tl 
Energy tank, ti n 

! i 100; nd ? T • 
I tolitekil 

^^1 v Gut the hi 

Jump Boots (Ft 
then get the missile tank up to the right 
and up. You'l i have to defeat the Sow to 
open the gray door Go across the tunnel 
to the Save Point and save your progress 


BRINSTAR 

'3 From the elevator, ^ to the bottom of 
the sh ft Go through th i red door nd 
continue right Usd bombs to blow 
through the wall. Go to the bottom of the 
big chamber, get th^ Missii^s, then blast 
down into the room with d ie Charge 
Beam (U) Gu uli the way to the top of thp 
chamber to the Save Point 
11 Defeat Spore Spawn by attacking the 
plant with Missiles whun its mouth is 
opon You can fit! up on Missiles and ener 
gy during the fight by shooting the thorns 
When you detent thp vag.go up out of the 


room, right, then down die fake 
pipe in the floor. 

2, Cdt the Super Missiies (£) Go 
‘eft to tta green doo- and use the 
Sup jf Missiles to open it, Op^n 
the green door in the chamber 
hover whei $ you got the Charge 
Beam 

13. Go right and down in the spiked 


room, Dush under the spikes 
Continue down At the bottom, charge 
vour Missiles, then go to the right 
U Pass through the watery area to reach 
the elevator down to Norfair 


£ f R1 

Wrecked 


ftouiev 

STATUE 


A; To Ton riart 
Pg. 05 


K: To Meridta 
Pg. 64 


G: To Maridia 


VARIA SUIT 


H: To Mari die 

—-►Pg.e* 


HnAm m 


CHARGE 


J. To Norfair Pg. 62 






















Missies ind energy at the pipe. (Areas like this 
c i n be found throughout the gam .Spending 
minute or two can -lit up your tanks for the rigors 
th ;ad. It's worth th* few minutes you'll sp^nd 
there J 

24 Go thrtojhth.nght, green door aid Dish 
along tlie co-laps»r^ TIjut to reach the Speed 
Booster (I) 

Dash back io 
the U t, out 

running the 

rising 'ava, 
the* • m to ■ 

•■• - wloifcu. i 

> :V: /.«* if ,«**.■-4ex. 

progress 

26 Enter the top left door and Spaed Dash 
beneath the closing doors Continue left ^id 
upward 


bur, then goto in the bubble room to the left 
door and the Save Point 
2t Bomb your way down through die red floor, 
then take the door leading downward Go to tho 
bottom of tfio shaft and right into and through 
two lava rooms, 

22 Jump up through die quaking shaft and enter 
thedoof onthe left Cross the lava in Morphing 
Bad form on thefloetir.g platforms 

23 Jump up m the rocky shift take the left 
door, go up in the bubble area anti fill up with 


17 Return to the watery area in Bnnst ir and 
jump up to r$ach the Spazer(G) n#*r #14if you 
want it Th* triple shots tre nice, and you don t 
los *2 much tin j re ichm^ it On tf other hand, 
you can move directly to mu -Kraid nd 
bia-Kr .id 

E Ai chH top of the Norfair elevator, use a Supei 
Missile on the right wall to enter the mini-boss 
area (You can blast end bomb your way to the 
nqht and up to a Save Point before gomgagams* 
the Kraid clan I Blast mini Kraid a few times to 
quiet him down, then continue to the right To 
enter the final room zap tho eyeball doo r keoper 
with three Missiles The eyeball will be replaced 
by a blue door. ^ 

13 Defeat told using Super Missiles firedinto 
his o pen mo uth (See the final pag? for Ups on 
defeating bosses) Beyond Knids Chamber to 
the right you II get the Vane Suit (H) Save the 
game at the Sav° Po mt to th^ left and above 
Kraid's chamber Then get the Energy Tank in the 


Sup ir Bomb on tht floor. Go all the way to the 
eft and down 

32. From the bottom of the shaft, go through the 
door and Dash to the righ Don’t stop until you 
reach the room with two doors. 

33 Befo; a moving on, <o up or.n level to the ?. .V* 
Paint Ttiegn¥ ,r, if vv * il fowl ^4?strtCrw\ 3 iriirii- 
boss. Use the Charge Beam rattier than Missiles 
n this fight Fich charged shot into Croc's open 
mouth forces it back to the right toward the pool 
of lava Eventually you'll forrr it back Into the 


pushingRnd' o ; il ypnpu'nunhtbyn 
sucker jump and shoot to esenpn 
» Bomb down into the red rock shaf t and enter 
the green door Gross the room of sucker plants 
cautious ; y to receive the Power Bomb (KJ Use a 
Power Bomb oh the wall above the stetueend 
get mora Missiles 

31 Return to the top S°ve Point in Norfair and 
save the game Go back above and to the left to 
the room with the bars that drop from the ceiling 
and Speed Dash beneath them to the left Use a 


27 From the top, |pstben= ith the blue door, 
bomb down into tf ; narrow piss until you 
see a narrow opening on the right where cr^ 
tures appe ir. Beyond th atis tht lew. Be m (J). 

One j youh .voth JceE ifo.nob tckljo the Save 
Point 

28. Hfcturri to Brinstei r.Rf the tall shaft uv>th red 
rock walls 

29 Climb up the shaft using the Ice Beam to 
freeze the Rippers, which you can then use as 
jumping platforms. At the very top is a door lead- 


pool Get into 
the rhythm of 
Croc's shots 
and you'll back 
it up quickly 
34 Save the 
game the 
Save Point to 
the left of 
Croc'spit 


mgtothenght 
Continue 
through the 
room beyond, 
frcczingenfr- 
rrausmd hopping 
over them while 
avoiding thn 
spikes and suck¬ 
er plants by 


NORFAIR 


WAVE 

BEAM 
























35. Go all the way down and us. Super Bombs to 
destroy the rocks on the floor, then Cush from t< 
right toth left, up thet mp and jump. You'll so ir 
through th „ nr nd i ^ach the room with the Grappling 
Beam IL). 

36, Us»; the Grappling Beam to rt O upward t nd across 
the Wutar ar..-as. Hit th$ gi * jn switch with a Super 
MissiL to nofin the door. In The room with th rr t I 
Ripper, uso thb Grappling Beam on the Ripper to reach 
the red door inside you'll get more Power Bombs 

37 Back in Croc s cave, go all the way to the right 
using multiple Grappling Beam jumps to reach the 

Energy Tank Return 
to the Save Po’nt at 
#33 Continue to the 
eM rPomlopo« 

the shaf i and use the 
L> :?;;hngBoarr to 
■\ ■ * • cross tht :opci :!\ 

lavachanb'f *o 
I reach ?'u Missiles 


38 Return to Brinstar 
ndgoto #29 where 
youcangetthiX-Piy 
Scope by using th» 

Cr ippling Scam to 
cross thw ceiling of the 
d^rk room (Although 
it'^nn* ‘n/ th 
Scope can be very use¬ 
ful in finding hidden 

passages and items it's worth the time spent to get 
it) Go all the way up the red rock shaft to Cratersa and 
save your game in Samuss ship 

39 Go into the cave to the ngnt of The ship Cross the 
water using theGreppling Beam Pick up tnc Missiles 
Continue to the Wrecked Ship 

* WRECKED SHIP 

40 Move downward to the bottom of the first shaft 
inside the Wrecked Ship -Bomb through the floor 


and she " 

a. ... 

, ■'-jjJIB i 1 ' 

^ j. 

r .'.r 

•'i i ■' 

‘M f ,vr. tre 

r fl 

lA i MViMfcr- i t ' irjmmamM t]„ ee 

Missiles in the doorkeeper s eye 
41 Defeat Phantoon by shooting Super 
Missiles, Missiles or the Charge Beamm its eye 
when it is open or when Phantoon is in solid 
form, Five Super Missiles sre all you need but 
you'll have to make sure eoch one hits You can 
get more Missiles from the 
blue shots with ey^s After 
pu L Ling Phen'aon out of KBl 
, tli b^ ower 

si M'ssifcs beycr.l the 

Save Point and snye. Watch 
out for sparking' wires 


b irand blast all thd era jtures, then ,^aVv. to 
th left: Look for the outside irea showrun the 
sci ee n shg t wl ar you' 11 bo mb downward 
L3. Return to thb right toward the Wrecked 
Ship. Us the Grappling fL.;m to cross over the 
sojkos. list the Morphing Sail in thb Chozofc 
h *nds He'll oeljv •r you to th Gr vity Suit (0), 

44 Go through the left door and uso bombs to 
{cuehJJib room Vvitfi robots. Kriock the robots 
jnto ffleholes, then Super dump up thb chirruwy 
9l the rfairt Ttie X-Ray Scope will show an 
invisible hole in front of the Reserve Tank sp 
you can jump over it 

45 Go through tha spike room, than up through 
false ceilings and to the left Cross the woter 
tank room to get the Energy Tank, then futurh 
to the right go down and ewt to Cratena. 

PI 45 Go down into the cave to 

Maridia and bomb a hole upward 
from the watery tunnel to keep 
moving left Me the elevator 
into Maridia and save the game. 
47 Go down and left In the 
sandy chamber, go left, then 
jump up on the small ledges to 
gHHI get over the left wall Go down 
/ - and use o Super Missile on the 
HB green door You'll fall down a 


through the red door to the Map room 
49. Keep going left until you f mti a hoJc that 
drops into a corndor To the lef t is the gless 


tunnel Use e Super Bomb to blast it open, then 
Save in the room just below Now, climb back 
up into Maridia and jump all tho way to the top 


B. C: 1b Craterl® 
PS 61 

0: To Cretan® 
P0.61 

C: lb Crateria 
Pg. 61 


Fr lb Criteria 
Pg 61 


PHAmaani 


GOALS 
& TIME 

How are you doing in your 
time trial? Check your time 
against those listed for 
each item. Once you get an 
item/ save the game as 
soon as possible. Items list¬ 
ed in gray are not required, 
but they may be useful. 


A: Morphing Bull: 03:00 


b If AVI IY 
SUIT 


fls Missile ; 0*00 
L Bomb ; OE:OQ 
Dr Charge Beam ; 00:00 
Ei Super Missile: 14:00 
F: HI-Jump Boots: IBdJD 
B: Spnzer: BBrBtJ 
Defalt KftVD : 22.-00 
H; \/aria Suit: 23-00 
h Speed Booster: 2BJ30 
J; tee Beam r3kB0 _ 

K: Power Bomb ; 33:00 
La Grappling Beam t 40.00 
M: X-fiay Scope: 43:00 
N: Wave Beam: 47J30- ^ 'u 
Defert Phontoan : 57:00 
D: Gravity Suit: 59:00 I'* 
Defeat Draygnn s 109.00 
P: Space Jump: 1:11.00 
Qt Plasma Beam ; l lb.UU 
R: Spling Ball ; t&LOQ 
5: Screw Attack : 1:24.00 
Defeat Rfdlcy : C31Q0 
Defeat (Wothor Brain ; k43.00 

FINAL TIME 

1 : 4 G.OO 











JIM 

Usi theGr^pplingBwamtoreachthefar 
right pi ^tform irid no through th^ blue door Go 
up and to tb right to get th - Missiles, then go 
back ind all th- way down nd through th 
grtondoor. 

Use Super Bombs to blast iluwr to The Saw 
Point in the pink room, use the Super Jump to 
reach the Missiles Then go to the blue door in 
the uppur luft using the Sup*r Jump 

Keep moving to the right and use ? Suprr 

____ Bombto 


TarKS.) With or without tlv^ 

Plasm Buam return to 
^ 1 m Wi Semus's Ship in Cr tori v 

lh:*>i go j a*, n r.to Brr S* ' 
w 1 / wu got CL Morphir 
M& wPBy BI II Usf ’* -Sm H Bor.,o to 

uper. a p*ss. j ge ai id yc Unui e 
jJI Super Bombs Bomb through 
351 the loft wall then held 
down and to the right, back 
to Norfair Use the Save Point at #25 Go right 
and Super Dash through the stones Go up 
through the bubble area using bombs then head 
to the top of the chamber and to the right 
56 Use the Grappltng Beam and Space Jump to 
cross over to the red door, behind which you*ll 
find the Wave Beam (N) (This item is optional, 
asweil) 

5 T Go back to #21 by heading left end down 
When you reach an area with lava just beneath 


Botwoon th; sr ike. Fight 
Botwoon using Missi' sorthu 
Charge ELnm against its head, 


thun contmut to the rmht through 
th-blue door. f 

r + tb Fr *rgy T»nk in th.. ;jnk 

brick ccsling try using youi I wSBSt 

Morphing Ball a nd bombs 3u nglu j Ppy fl 
and use the Grappling Beam to l; 

climb the wall and cross the mmdamm 

quicksand area to th e Save Point 

Drop down and go through the green door, 
then drop through the spike floor Beat the 
doorkeeper with three Missiles and tight 
Draygon Get the Spece Jump (P) 

Return to the Save Point above Charge up 
and save, then go bock to #47 and use the 
Space Jump to reach the Plasma Beam (G) 


PH UW 11 VV 

fl clear a pipe 
|| Now you II 
Sa have 
a enough 
« space to 

Si Dish 
M through the 
©j wall to the 
Sj right and 
±jl reach 


Space Jump to reach the Plasma Beam tu) 

(This is optional It is a strong weapon, but it will 
take some time to reach that might be better 
spent collecting extra Missiles and Energy 


the right wall, thun mov- to the right. Go to the 
left after passing through thu green door. S#t 
off a Super Bomb and go down to th bottorti 
Use the SciiW Attack in room with fr,: 
armored SpaciPir ites r tl an shoot them with 

Missiles. J - j 

Ridley is to 1 he ^ t't iismg Super 

Missiles, Missiles, or the Charge Beam Shoot 
at a 45 dooreeangle, preferably with Super 

Missiles If the 


Jump to Lap Samus in the air abov~ th fbrizo's 
shots Although th Torizo isn't boss, your id 


Java lake 

5B Dive in and Space Jump up and left 5Rve 

before taking the elevator down 


to defeat it to get the Screw Att ick, and it is 
tough. Aim for its he id or its body just t efore it 
throws a we ipon One. you recogro 2 - the vul- 

njrahle po:a, 

Get the Screw Attack (SI and charge up your 
Energy Tanks at the Charge Unit 

Go up and to the right, break the columns 
and continue to the right Go through the door 
and climb up to the Save Point 
r At the bottom of the shaft, set bombs on 


ly pushback and 


Energy Tank in the nght wall of the room beyond 


your progress oeiore taxing me umviuui uuw.i 
Make sure- youhave plenty of energy Go left 
from the cIcvp tor's base and use the Space 
Jump to cross over thelava pool 
"9 Use a Super Bomb against the far luft wail 
to reach the Chozo, who will drain the lake so 
you can go down to meet the Golden Torizo 
SQ Fight tha Golden Torizo using Super Missiles 
andMissites or the* Charge Beam. Use tho Space 


K: To Cretsrla 
i Pg.ei 


SJRAYGOIV 


JUMP 


SPKlIMfi 

BALL 




» .1,1 & it -> 























Ridley'sch mber after your glorious victory. 

Gouptoth^roomwiththtston. f c^jnthe 
right wall. Blast your way into tht next ct m 
ber. Uso th . Spact Jump to i w-ach the En >rgy 
folk ii i tl le lower room without landing on the 
spikes 

7 Go up to the very top of this orea and walk 
through the left wall {This hole is invisible to X 
Rays) 

Continue left and up and work your way 
back to the ship in Cratena. 

The Golden Statue of bosses doesn't block 
the path toTourian any longer now that you've 
defeated all of the boss characters. Take the 
tlevator down into Toumn 


TOURIAN 

Hoad downward and to the right to save 
your progress Tourian is a pretty straight shot, 
but you’ll run into enemies, including Metroids 
' Freeze the Metroids and blow them up with 


by rising lava Jumpcereful- 
ly heading to th* upper left 
exit When you reach . 
Cratena, you' II just have to 
maka lots of jumps to teach 
the top of the shaft Ybu enrr 
jump ovcrra&ny platforms 
to speed up your ascent At 
the surface, as the planet 
begins to self-destruct, you 
should head to the nght to 
your ship Jump on top *nd 

E ess down on the 
jntroller to enter Tekeoff 
is automatic You did it Since 
you made the entire journey 
in under three hours, you’ll 
get the best cnding-Samus 
Aran reveals her true identi- 


ongratulations* 


OUFIA il 


A: To Cratena 

Pfl. 61 


GIANT METROIO 


The giant metroid 
squeezes Sames for nil 
but one of her energy 
units. 

Escape to the Ship 


MOTHER BRA r 


Htere are the basics on beating the Metroid bosses. Save prior to attacking them 


CKATERIA 


Kreidbegins by rising out 
of the floor of spines 
Only shots into lus open 
mouth will be effective. 
Three Super Missiles 
will do tho trick First, 
shoot Kraid to get him to 
open his mouth. Blest the 
spikes he shoots to col¬ 
lect energy end Missiles 


J The first lioss character 
| won’t last long He comes 
] to life autometicclly after 
9 you take the bombs. The 
y stones he throws contain 
energy find Missiles, If r 
you blast them you 
shouldn't run out. Shoot 
the Torizo in the face with 
your blaster or anywhere 
with Missiles. 


Photoon's bine drops 
cause the most problems, 
but you can shoot them to 
get Missiles end energy. 
Blast Phantoon when it is 
solid or when its eye is 
open. Uso Super Missiles, 
Missiles or the Charge 
Beom to be effective. 


TRANSFORMER 


AJIUUj ^ _ MAMMA 

~ Once you enter the 

-chamber, blast the fuer 
wall cannons so thnt 
they're sparking Uso the 


Mother Brain waits 
behind e shield of glass 
and a barricade of 
Zebetites Missiles are 
the key Bring es many es 
you can to blast both the 
Zebetites (the blocking 
columns) and Mother _ 
Bram's oncloeere. 


M There's more to the Mother 
I »Br am than a bra in. After you 
tick her of f, she transforms 
i I into a moving menace. Be pre~ 
] pared to take some damage 
white attacking berhead with 
{' Super Missiles and Missiles. 

Shoot at a 45-degree angle to 
_ keep ymir distance. 
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^1 Grappling Beam whon 

S Dr ay pen grabs you, 
shooting it into one of 
- the sparking cannot 


-*y H holes. The current will 
I zap Draygon in less than 
_I a minute. 

























,w ‘jifdn't become lost easily. If wiping the *loor with ene ¬ 
mies proves fo be easy in the first few levels, don't, get I? 
chip on your shoulder. The really tough battles will begin 
it the Military Base. 


p-jfeet proving ground for 
3Z<is offer plenty of devilish 
fights, |thcir routes were 
sT th t novice navigators 


Knie- Deep m the %ad is mi 
would-be warriors. While fts r 
dangers md "some 
designed to be s fatrk linear 


START 


There ai r a few seciet passageways in this maze, the most import nt of 
which ic-ds to the open arEj shown on the ’aft When you enUr th 
pl-int, push against the wall on th j rightsufe of tht> 1 irge computer st - 
tion to find the switch that op ms the path to the courtyard 


Qlsbsiicei Designs 

lb. 


prove that Nintendo Power always brings 
you the most complete information anywhere, 
we've even included fall layouts of all the secret lev¬ 
els. With these maps in hand, you'll actually have afight- 
- chance at finishing off Doom's demonic hordes. 


With Midway's Doom 64 looming large m 

this month's; eight-page review, we thought it 

only fitting to reflect on its precursor. Super NES Doom, * 

in this same issue. This is more than a quick look back at the 

classic—we're presenting a complete set of maps! And just to 


























ST1PY 


5TA9 


Tht R finery has twc exit do*us if vou want to no to the Mili t jrv 
Base, you If nave to head to the area on the lower right side of the map 
end find the mechanfsptfTet r^ses e bridge near the level's beginning 
Only the brav^ st soldiers should pick this p.atbi 


Most of the Labs secrets aren't riifficulttodiscov r, but thei 3 is on* 
place thats hard to find. When you reach a room that has a ledge posi 
toned above a toxic pool, shown in the middle of the map on the right 
side, ump off the ledge and hunt along the far wall for a hidden door 


This maze willrealjy test your mettle* The enemy will Gome at you in 
swarms in open areas that have Jittle or no protective positions You 
can enter the larger chambers in almost any order, but be sure to leave 
the large area shown on tht bottom 0 * the map for last 


When you ent^r the room that s just beyond the Computer Station's yel¬ 
low door, you'll have to act fast to deal with a swarm of snipers lurking 
overhead Locate the elevator on the left side of the room, then teke the 
battle up to the snipers' hidden position. 


kiBMf START 

Commend Control is the first piece you'll find the Radiation Suits, and 
you re definitely going to need them in the long tunnels filled with toxic 
sludge The map will also come in hendy especially while you're navi¬ 
gating the m aze in the upper right section of the map 


Phobos Anomaly is the first are as final mazi-, but you II need somo s*ri 
ous firepower to get out of it alive* There are a couple of Barons waiting 
in the star area on the map, so be sum to restock your arsuna! in the 
chambers on either side of the main corridor 
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Tha mazes in Area 2 r more difficult to navigate, md they present new breeds of beasts 
and force combatants to find new ways to get from or.u region on a map to another. In 
fact, getting through the Shores of Hell requires a shift in how playurs ippro.ch the 
game. While most of .rea 1 placed n emphasis on picking off enem.es rathertb in puz¬ 
zling AVer which way tu proceed; Area l puts a higher premium ui< goud puzzle solv¬ 
ing and navigational skills While you wander around these labyrinthine levels, make 
sure that you check your maps frequently to get a fix on your current location 


When you enter this 
maze, don’t use the first 
teleport you come 
across Instead, work 
your way to the end of 
the hallway, pick up the 
Blue Key, and use die 
sniper's nest to take out 
any enemies below 
With enemies gone, you 
can use that first teleport 
with less nsk 1 When you 
eventually reach the 
room in the upper right 
portion of the map, blast 
your way up the stairs 
and push the button 
Finally, backtrack to the 
sniper's nest and use the 
new teleport to gain a 
Plasma Gun 


The Refinery is full ot 
toxic sludge, so pre¬ 
pare to take some seri¬ 
ous damage unless 
you can locate the 
Radiation Suits While 
you avoid getting 
mired in muck, don't 
forget to find the prop 
er exit door This level 
has two exits to choose 
from, both of which 
can be found in the 
lower left section of 
the floor plan Be sure 
to pick the one m the 
left corner of the 
map —it leads to the 
Fortress of Mysteryi 














The Hall's exit is dose to its entrance, but, 
unfortunately for thos^ who were hoping 
for a fast way out, it's blocked by a series 
of blue, red, and yellow doors You'll r ^ed 
all thr^v- keys to sspap;, so don't both :r 
backtracking to the level's beginning until 
you have them all rrYh ind The Red Key is 
by far the hardest to lotste, but if you head 
to th. upp^r right corner of the m k p, 
you're bout <<1 to Come across it And here's 
a piece of advice Going through the yel¬ 
low door located in trie lower left section 
of the maze will earn you plenty of trouble 
and very few rewards 


Be sure to skip this level if you don't like surprises 1 You'll be 
attacked as soon as you enter this secret maze, but if you can 
survive the fmti I onsTflight, you'll be foc tb eprripJSely 
restock your arsenal 


When you enter, you'll see a pillar with four buttons, each cor¬ 
responding with a supply room. Press the buttons to see what's 
7n e icli room You can unt^r .onty or "room, so pick *he one 
with the supplies you need 


5TART 


The Lab is one enormous maze with lots of 
pathways to exploit But the fun of finding your 
way around on turn into frustration if yo - end 
up hunting fruitlessly ior the door to th_ next 
fevef! In case you're getting ex sper ited, here 
art a few ups tor f nding the exit First, make 
your way to the round room with the ring 
around it (shown near the bottom of the map) 
Once inside the room, locate the teleport that 
will take you to the area shown on the upper 
left side of the maze Next, jump into the pool 
of sludge and press the button located to the 
!eft Back into the teleport just behind you, then 
use the same teleport again when you're back 
in the round room Beliov* it or not, the next 
level will be within your reach* 


*ii \S 





























While the Intel no's m ips look more simple than many of the previous rr <zes, their poten¬ 
tial for serious harm is actually a lot higher Expect to see larger numbers of the most 
d ingerous ^s, op jn re vS where little protection is offered, and exit doors that seem 
so du$c bill an actually so far away Thfc* ihfenuA fop tip: 'Jab tht HfG in - 'and* nv.nium 1 


as you can see from the map, hell 
Keep is a small stage The only trick 
is to cross the bridge (shown on the 
mid-right side of the map) before it 
has a chance to collapse You'll have 
to run across it at top speed- -a feat 

V| •« 

that's easier said than done—but you 
shouldn't despair if you fall just use 
the pathway that goes around the 
ddee of the area to get back on 


ETAR1 


If you look at this level as a big glove, you'll be spending most 
of your time defeating enemiesirf the" Tmgur^.jlLoOk for ammo 
and weapons around the glove's pink^: j 


We don’t want to spoil all the fun of finding the BFG, but here 
are a couple of pointers. You can either access this powerful 
weapon by heading up the right-hand stairway rn the centra? 
chamber or by searching the paths stemming off the horizontal 

» I 

hallway that's shown in the lower half of the map 


STA?I 


The House of Pain's combination of tight hail ways 
and open .mas wiii give you feelings of both over¬ 
exposure and claustrophobia And because almost 
every area is infested with enemies, this is definite 
ly one of those levels that calls for peeking around 
corners and doorways before you go barreling into 
battle While you may want to rush through the 
House in search of the exit (which is located in the 
lower left corner of the map), you should just tike 
your time and have plenty of patience or it will be 
you who feels the pain* 


*v>*- 

















Being one large, open area with only a minimal number of 
buildings, Mt Erebus is one of Doom's most unusual levels 
If you want to go to the Gate, you mustfirstfind tfte Blue Key 
in the triangular area on the bottom of the map, then lot ate 
the small pass ge on the right side of the map. But if you 
w nt to reach W irrens, focus your attention on tine rectan¬ 
gular room m the center. 


I ike Hell Keep, Warrens * a wide open space, but this space 
is jam-packed with some of the toughest enemies n the 
game Enter with plenty of ammo, tike a quick step back as 
soon as you step m, then blast away 


This is Doom's final maze, but before declaring yourself the 
victor, you'll have to defeat the game's toughest foesl Try fir¬ 
ing on the evil fiends while carefully working your way 
around the edge of the arena 


With its large system of teleports and its maniacal lava maze, the 
Gate is arguably the most complex level in the game Because it's 
so complicated, we recommend that you study the map well and 
pay very close attention to where each teleport takes you 


"7AST 



















small Very small They can camouflage them 


Game Boy pockets are 

selves to hide from predators You know, those game fanatics'wh'o 
won't leave them alone This month, the/re hiding tn the pages of 
Nintendo Power Lots of them, but we're not going to tell you how 
many You'll have to scour every page4o search them out And be fore¬ 
warned They can be very, very sneaky. They can be very tiny Or only 
partially-visible And they're just as likely to creep onto N64 or Super 
NES pages as they are to' show up in Game Boy reviews Try to find all of 
hem, then enter for a chance to win a Game Boy pocket in the color of 




now found in six 

tasty colors 


Gome Boy made big news by 
getting small lost fall. Now 
slim, trim Game Boy pocket has ployers sali voting over its new selection 
of colors. Cherry red. Lemon yellow. Lime green. The hat colors ond sharper 
screen ore designed to moke porfoble ploy even brighter. And portability is 
the name of the gome. Pocket weighs less than five ounces—small enough 
ta fit in the palm af yaur bond, powerful enough to play every Game Boy 
Pak ever produced. But when you take Gome Boy pocket with you, you'll 
have to be careful. You don't want to lose o green pocket in the gross. 

Leave o yellow one by the bananos. Or drop o clear one in the pool. 


find the Game Boy 











Count the Game Boy pockets hidden throughout thj^rispe Send your 
with your name and address, to the address s 


25 winders 




ft Nintendo Pi 

• Hide 'n' Seek Contest 

P.O. Box 97085 / 

Redmond, WA 98073-978$ 

r f L-^ 

We'll draw 25 winners front $mongaiI entries wiffi the correct tally We'll print 
the correct number-apd disclose the htaing places-tn June's Player's Pulse* 

,-"0 Don't forget to count jhe Game Boy pockets shown on this page, but 
/ remember that the tj & of them will be harder to find. Now get to it- 
you dort't have to count to 10 before you start seeking! 


OFFICIAL CONTEST RULES 


Nopurchase necessvy to eni i ,r print younvme, address talsphone numlwrand thonumtiwof Game Boy pockets you find hid¬ 
den n ths issue on e p&n sheet of paper Sinf it to thy address shown above. 0n« «ntry per parson, pies***. All entrif^ must hi 
postmrkednolotErthTnM3vl 1S97 We wr*r not responsible forlllfqiNa orincompleta entries or forlostcrmisdrectedinail On 
□i About Nhy 15 k ! '37 winners will bp randomly drawn from nmong all entriesnlentifyiiv, the currect number af Gan* Pay pock 
gtshitktenirttivsissus Hyfccnptingtfieirpn2P5.wnj\ner.'-cor>semtoth«useof theirn?me$ ph'logpjpfis or oth^r likenesses 
foi the i»urpo%* of edwtis-ments or promotions on behalf of ‘ Nht-^ndaPower" irscenne andNeitaido of Am^nca Inc. INOAf 
wi thoot further compensoTon. Pn;e s ve limite i to c na per household Chances of wirnini a r* d ^tarmineri by the total number 
of entries received. No substitution af pi tzas is permitted All ,rkOT wilt be awarded Tr^ nceive a list A winners send your 
request to the nddress *bovt tfurMay3t T337 

Pnzes: Twenty-fiva wrmafs will each rcoe vl a Gimo boy Kocket nthe color of his/hsr choice Estimet wJ total value of A prizes 
is StSOa Some* re stnctioits apply Valid oily in th*- U.S iod Canada fexcludng Quebec \ Vfad where prohibited by law Not opon to 
employ-s of NQm rtsohiliotns w*nci<?$or their immediate fomAies.Tbscontest is subject to all fwkiral.state provincial end 
l&cel lows and rsgula tons. Contest sponsored by N ntenio of Amenca Inc. 


here's how to enter 
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Kirby's back in a 
stellar new puzzler 
for Game Boy. How 
does it stack up? 

After playing for hours, 
Power editors agree* It’s 
easy to pick up— 
but impossible to 
put down! 
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k 




^1997HAL Laboratory, Inc, 
fl J1997 Nintendo 
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Puzzle Paks have always been some of the top offerings for 
Game Boy, and Kirby's Star Stacker is one of +he best of the 
bunch In the terrific tradition of games 'ike Tetris, this puz 
zler features pairs of falling objects or animal friends that 
you must manipulate and move around the screen m an 
attempt to 
clear away as 
many stars as 
you can. Put 
simply, the 
stars will 
only disap¬ 
pear after 
they've been 
sandwiched 
between two 
identical ani¬ 
mal blocks 


(B 
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As the game pro¬ 
gresses, whole new 
rows of blocks pen 
odically appear at the 
r m*m bottom of the screen, 

and, of course, those 
falling pairs of 
objects start falling 
faster and faster 
While Kirby's Star 
Stacker may sound similar to some other puzzlers, we're 
certain that once you've gotten your hands on it, you'll 
find that it has so much variety and so many twists that you 
won't want to let go In this Pak, Kirby stacks up three 
challenging, one player variations, and with a Game Link, 
you can go head-lo-head with a friend 1 So whether you're 
a Kirby's fan or just a real puzzle fanatic, grab your Garre 
Boy and start stacking! 

































KIRBY'S STAR STACKER 



You can choose from four games in Kirby's Star Stacker, all of diem centered around clearing stacks of stars from the screen by 
using falling blocks While the different modes share a similar style of play, tney all have unique objectives and, as an added 
bonus, completely separate skill-level settings All four games are a blast but the competition really heats up in the Vs mode, 
with two players vying to sec who can be the first fill up the other's screen with critters' 


In thus mode, you must clear a certain number of stars 
before you can progress to a new round of play You 
have to complete a senes of rounds to finish each skill 
level, and th«; harder you 
set the game, the faster the 
pairs of blocks will fall 
When you finish on Super 
Hard, try the aptly named 
Insane setting 1 


. / The Vs. mode pits two 
7 s players against each other 
^ as they race to clear stars 

V * rom their own screens and 
^ add them to their oppo- 

nents' stacks. Every time a 
y , player clears stars, 

V row of blocks appears at 
^ the bottom of his or her opponent's screen When ore play- 

er's stack reaches the top of the screen, the game is over The 
action quickly becomes fast and furious, so the player with 
the fastest reflexes, the cleverest strategies, and most luck 
./ _ will win 1 


ROUND CLEAR I? 


NORMAL. 

HARO 

VERY HARD i 
SUPER HARD 
INSANE! 


a new 


If you want to win in the 
harder levels of Round 
Clear, your b&st bet is to 


; keep an open lane, two- 
critters w!de, down the 
center of the screen If 
.vSfcF* you just let the blocks fell 
C willy-nilly, you'll quickiy 
M f run out of room 


I WINS 
0 LOSSES 


After a victor is doctored in the Vs game, the winning player will be 
y rewarded with a screen image showmq his or her own conquering 
s character in a moment of glory Ah, the sweet smell of success! 


Test yourself in Time Attack to see how many stars you can 
clear in just three minutes While it's a good idea to start 
on an easy skill level, if you're looking to dear a lot of 
stars, you're going to have to set the game on a harde r set¬ 
ting The higher skill ■ 

levels start you off with ! sol- ‘ Ife 

^ - lots of stars and 1 JIJST hum : J — | 

friend blocks 1 HRNV atfs : U | | 

on the screen, ! cnN vou : 

which sets up stuck in 8 
the opportunity for ’ hinutes? 
cool chain react ons • ’SJf 1 ram 


The Challenge mode allows you to play a variety of skill lev- 
els without any time restraints or the goal of clearing a spe 
cific number of stars If you start on the Normal setting, the 
y game will begin slowly and eventually progress to harder 
/V levels of play If you'd rather jump right into the thick 
^ of things, use the Very Hard setting to start with faster 
falling blocks 


CHALLENGE 


Challenge mode lets you try out strategies that are useful forgetting 
/ h-gh scores in all the other modes While playing on theharder settings 
is tough at first, it's a great way to practice* 


TIMEAfrU 


CIIALLENCE 


































































Thasa shots show a cool chain reaction. 
In all, the falling hamster, Rick, clears one 
star and f ive other Friend Blocks 


Dee Dee, the character on the right side of the screen, tries to make your game 
tougher by adding new lines to the bottom of the stacks The additional row can 
send you over the top if your stacks are high Try to keep the center rows clear 
When you see Dee Dee's shaking fist instead of his face, you'll know that a new 
row is about to be added . _ ■■ *>+&+■*** 


If your stacks ore getting 
really high, you'd better 

keep clearing the center rows so that thuy can accom 
modato falling entters If you don't, the new lines Dee 
Dee pounds down will just make matters worse' 


CHAIN BIMTIOM* 




START STACKIN' 

need to have basic skills to be competitive m any of the modes, but you'll have to develop 
killer strategies if you want to become a star stacker If you need additional instruction, be 
sure to try the Rules option in the game It's a great primer. 


iFRIEND BLOCK! 


You can flip the pairs of falling 
izontal positions by pressing 
move them back and 
forth across the screen 
by pressing Left or Right 
on the Control Pad You 
can clear stars only by 
sandwiching them 
between two identical 
animal friends 


blocks into vertical and hor~ ____ 

the A, B, or Y Button and ^ y c c j ear | oac j s 0 f anc j m turn, rac j< up tons of points, 
■" “ >,< try creating a chain reaction! While there are many ways 

to make chain reactions occur, they often happen when a 

falling Friend 
Block clears a star 
and causes a shift 
In the stacks that 
leads to more stars 
and Friend Blocks 
being cleared from 
the screen 



















































KIRBY'S STAR STACKER 




As a real bonus for players who Jike to set goals 
for themselves, Kirby's Star Stacker saves 

_ -_ your best three scores in both 

J Challenge and Time Attack The 

V Records screen also shows the diffi- 
nf culty levels you had the game set on 

9? when you achieved your high scores. This is 

V a particularly nice feature for staging chal- 
\ Jenges, trying to improve your play, or just 

V showing off to your friends! 


110.1 loom 

110.2 771 
HO.3 710 


IJOJL 71 
HQ.2 SO 

mo 


HOLD f OR THE HRIS 




STELLAR tTMTKIR V 


While you're bound to discover that there are lots of ways to earn high scores in Kirby's Star 
Stacker, you definitely won't rack up many stars without some very sound strategies As js 
true m any great puzzle game, the best moves are always made by thinking ahead 


score? or mgr* 




Your score goes up with every star you clear, so try to make the falling Friend Blocks count 
Position the failing pairs so that they can clear as much of the screen as possible as they land 

Keep a close eye on the box in the upper right so you'll 

know what pair is going 
to fall next. 


Rick the hamstHr could be placed 
on the nght side of the stacks to 
clear ?. couple of blocks, but 
piecing him as shown yields a lot more points In fact, the 
chain reaction it causes clears about half of the scrcenl 


Pay close attention to the 
line that's created when 
Dee Dee slams his fist 
down Sometimes the new 
line sets up new plays, so 
watch for possibilities. In 
the upper picture on the 
right, the bottom line creat¬ 
ed by Dee Dee ends up scoring some 
points for the player The next line, 
however, doesn't seem to help at 
all at least not yet. 








fTART ?I0WL1 


If you're having a really tough time getting high scores on 
the harder skill levels, you may find it useful to change the 
game to an easier setting All the best puzzle games require 
practice before you can become a proficient player, and 
Kirby's Star Stacker is certainly 
10 exception to the rule 1 Be 
patient and start out slow 
When you've built up your 
skills and perfected the many 
strategies for stacking stars, try 
your hand at a harder setting 

















































modern 


Like the other Game & Watch updates, 
the nuw Fire game features such well- 
known Nintendo luminaries as Mario 
and Luigi, who are apparently moon¬ 
lighting as firefighters, load and 
Donkey Kong will bounce 
3t different speeds, putting a 
slightly different spin on 
your rescue technique 


Fire was one or the First Cjame & waren nib, unomg is 
way into many a back pocket and briefcase The object 
is to use a net to save people jumping out of a burning 
building The catch is that ' ^ 

they bounce 1 juggle them fT ^ 
into a waiting ambulance, -p ^ 
white keeping an eye Out ^ 

for the next jumper L V* 


You II have to catch the jumpers 


three times before they'll 
bounce into the ambulance 


Falling eggs will break 
open to reveal items 


Let Bob^ombs fall, but 
save Super Stars to 
erase one miss. 
























































1 1 [oi'oij m e 
l 11n i i i u lC 


Diihpfc* vet fun-that was the success fui Game and Watch 
formula in tn™#G>-tys si ill - godd^ombmation today, 
but that doesn't mean you cah't improve 
on things This new Manhoit / 

with Yoshi is a case jo pomti xi 


was similar to "ire, but it adc'^d a second lev J 
)l >:ep players hopping You must place a man 
Funder gaps in the platforms to keep the run- 
i fading Use the Control Pad to move your 


nets 

charter back 
and forth and 
press A to move 
diagonally Once 
again, if you rack 
up three misses, 
the party's over 


GAME A 


The game's Issurely pace will 
soon turn quite frantic. The 
diagonal move is essent al to 
staving off disaster 


r^c^ave a hint that 
might help you 
get a bettar 
score the next 
time around All 
the Game & 
Watch games 
have this handy 
feature 


Use Yoshi's nose and tongue to keeB iOu* sepi 
rate manhole covers in place Uni ikBhe original 
game, you can catch Toad or Donkoy Kong ns 
they fall, giving you a bit more lee wo \. c he game 
will also slow down and speed up i.enodjcally 


on me lop and 
Do T I OR) step 
alIernateiy. 

Don' 1 Mistake 
MID ■ CD Will 
step first. 


if you re not sup¬ 
porting a cover, a 
runner can cross 
over it, but then it 
will hi I Br ready to 
pick jL up before tlw 
next runner comes! 


You don't have to'wait for thr< runner to cross th*> 
qap end step on the next platform before you move 
to the next crisis. Once the runner touches the 
eovar and the game beeps you can move on and he 
won't fall into the pit 


£ l WATCH 


modern 


9 


























































































































Panic was one ot the most challenging Game & 
:h titles, and it's stills good nde today You mtist 
^ leaking oil m your bucket and then dump the oil 
n barrel earned by your computer controlled assis- 
Missmg a drop or dumping oil on a customer will 


This time its nc 
nemesis Bowse 
things by dump 
Yoshi is on har 
You'll have two 


Oil Panic was one ot the most challenging Game & 
Watch titles, and it's still. -a good nde today You mtist 
catch leaking oil in your bucket and then dump the oil 
into n barrel earned by your computer controlled assis¬ 
tant Missmg a drop or dumping oil on a customer will 
count as a spill You're allowed up to two spills of each 
type Any more 

your service l 

station will 

dose 1 'mmim i mtw* ^ f ■ 


This time its not faulty plumbing, but Mario's perennial 
nemesis Bowser that's making such a sticky mess ot 
things by dumping 01 ! on the roof Luckily for par hero 
Yoshi is on hand below to slurp up the greas^ excess 
You'll have two containers for catching oil, one ifi each 
hand, So you'll often be able to catch and dump at me 
same time The trick will be gauging the drips to Yoshi's 
movements and deciding whi n to catch and which con¬ 
tainer to use 


Thu drips often take longer to 
fall than you think Compart 
the timing of the drips to the 
steps of your assistant to 
know when to move 


tour containers 
will hold three 
drips eaGh. Try to 
, fill them up evenly 
as you go If a 
Question Mark 
Block appears, feed Vbshi 
soma oil when he’s stand 
mgnghtnexttoit Hell 
breathes firebar on the 
block and expose a Heart, 
which wil' erase one spill 


•(ILL 


t*3 UERMIH 


^Timnnninnnnnnaninr^ 


icon 


SCO fit 









































































































Mr* ft* && proven his diving skills to games, but that 
doesn't seen^ff’pft^U&r wiUl >< lu Irfs aghf^nited .ini^v- 
mst This new and improved ojptdjpus.* in extend three ot 
h:s tentacles at different angles, givinahim a much wider 
sphere of influence Even so, you shdyfd be able to rind 
relatively safe spots as you go. Be waf nud if you watt too 

out automata • 


TIvA'bjeel of Octopus is to dtvc off your dinghy and 
svvirn tc thi>JJndi j rs< a wri ck lo retrieve sacks of gleaming 
p/rate' ne.isufe This is easier said than done, however 
With its fdhg tentacles and less-than-sunny disposition, 
the octopus is quite capable of defending his hoard, and 
— j it will take all of your 

j | cunning to get past his 

guard There is a safe 
spot, but you'll still have 
g to proceed cautiously. 


long in the boat, you'll 
ly, right into the path 
of a tentacle’ 


even 


fiftMFfl 


!? the octopus grnbs you, 
yov'IUosc one life If you 
r ngt up enough points, how 
jv <r. Lakitu may flyby and 
J'op of fa Heart Collect 
tn:sifion to recover one life 


W4shfc» soId life® TftflteAes *ind continue tp b«- 
l pOpdfoir tftfir mar* soph? c fic icd h»rcfVv ir Odsoft- 
[ r- Wv? rorfodtfteiil Some even feature popular 
; Nintendo ch rraClers r like. Link from Zdd s^ivs, 
\ Nintendo jtp Bistribut s G&Ws in th U.S,, but othjjr 

te pj rketsimilif single-gam^ unit,. 


Classic Fun 


.fileifern 


mm 95 0 














































































Player’s Poll—Volume 95 

You could win some very cool prizes in our 
Player's Poll Contest for April. No fooling! Just 
fiU out this card and send it in. If you don't, the 
joke's on you! 


Name 


Address 


City State/? rov Zp/PostaJ 

Code 


Age 

Membership No 



I_ i 

Telephone No 


Check out the list on page 106, then write down the numbers for your 
five favorite games In order of preference, with your top choice first. 

A- hL* 1_ 2._ 3_ 4_ 5_ 

B Game Boy 1_ 2_ 3_ 4_ 5- 

C. Nintendo 64 1_ 2_ 3 _ 4_ 5_ 

D Which five products are you most interested in playing’ 

1_ 2._3-_ 4_ 5_ 

E. How old are you? 

1 Under 6 2.0-11 3 12-14 4 15-17 5 18-24 6 25 or Older 
F Sex 

1 Male 2- Female 


What systems do you own? 


G Nintendo 64 

I.Yes 

2 No 

H NES 

1 Yes 

2 No 

1 Game Boy 

1 YC3 

2 No 

J Game Boy Pocket 

1 Yes 

2 No 

K. Super NES 

1. Yes 

2 No 


L Virtual Boy 

1 Yes 

2 No 





M PC 

1 Yes 

2 No 





N Atari Jaguar 

1 Yes 

2 No 





0 Sega Genesis 

1. Yes 

2 No 





P Sega CD 

1 Yes 

2 No 





Q Sega Game Gear 

1 Yes 

2 No 





R Seqa Saturn 

1 Yes 

2 No 





S Sony PlayStation 

1 Yes 

2 No 





T 3DO 

1 Yes 

2 No 





U Other 

1 Yes 

2 NO 





Whal additional hardware did you 

purchase for your Nintendo 64? 



V N64 Controller Pak (memory) 


1 Yes 

2 No 

3 

1 don't own an N64 

W N64 RF Switch/RF Modulator (set) 

1 Yes 

2 No 

3 

1 don't own an N64 

X. N64 Controller 



1 Yes 

2 No 

3 

1 don't own an N64 


Trivia Question What's the name of the "Dinosaur Hunter" who stars in comic books and a 
Nintendo 64 g^np? 

Answer___ 

Mail in your card now. and keep your tinged crossed' 


BACK ISSUE/PLAYER’S GUIDE ORDER FORM 

Catch up on the classics Order Nintendo Power issues listed on 
the back of this form The prices shown mciude the cost of ship¬ 
ping and handling 


Name 



Adtfref 



Gly 

RjC^PfCv. 

Zfp/Pi tLi! 0:4? 

1 ) 

| | 

MUM H l 

Tr'^phfwt Nr 


Ho. 


PleiW ch«fc method of piyiwnC 

□ Check or Mr-nejr Orc^w □ MiiierCafd Q VI« 
(PayaM© m NnieryJu) 



INTO ACTION 


With Nintendo Power'© inside Info, you cen pump up your 
ploying skills to pounce on the competition. Bounce back 
into the hot strategies and behind*the-ecenes stories you 
may have missed. Our beck issues and Players’ Guides ere 
power-packed to keep you leeps end bounds ahead of the 
rest. Or when game ploying has you bouncin' off the wells, 
dive into the worlds of our graphic novels. So hop to it end 
power up! To get the goode shipped straight to your house, 
send your order form to: 


Ccedt Card Number 

ExpirlMxi Dttfi 


l ) 

C»rdhnhT® r 's Sjrvilure 

Tetepfx-neNo. 


Nintendo Power Magazine 
P.O. Box 97032 
Redmond, WA 98073-9732 


Cardhr'-ter’s Name 









































Place 

first Class 
Stamp 
Here 


Nintendo Power 

P.O. BOX 97062 
Redmond, WA 98073-9762 





US 

Pnc£ 

Canadian 

Price 


Total 

Amount 


Strategy Guides 

Fiuol Fantasy (Vol T7) 





uuaimiy 

/I imt R nf fi arh jvj 


#21121 

$5.50 

S70Q 

5 



Vhiiirtv Qa iM»r 37> 

S5-50 

$5.50 

$7 00 
S7C0 

S 

#■'9687 . 

Super Meno Bros. 3 (Vol 13) 

$5.50 

$7.00 

S_ 

P OWn(l 

#35395 . 

VmUlllC IWlQi iff 

Volume 83 (Feb.'07) 



#34578 

Players' Guides 

$13.00 

$1750 



£33550 __ 

_ Volume 92 (Jen 97) 

S5 5Q 

$7 00 

o 


QKC 3: aKteKjnc'sOotfteTrulte 

S 


s 



Ci TTit-r M^rlA Ril 

S13.00 

$13.00 

ST7.50 

$1750 


£33548 . 

Volume 81 (Dec 56) 

$5 50 

$7 00 

$ 


#34039 _ 

SupH*ManoRPG 



#33548 

Volume9(HNov J 96) 

S5.50 

$700 



¥_ 


$ 


#325r9 

mm ?• rVWu^ KrTetflfu^it 


$18,00 

s 

#33547 

Volume 88 (Oct '96) 

S55Q 

$7 00 

s 



Ci WW> VhchTc iOrinrl JCT^fVl 

$17.50 

$2550 

$17.50 

$ 

#33546 

Volume 88 ISept 88) 

$5.50 

S7 00 

$ 



r.hrana Thnnnr 

£1800 

ST300 

$ 

#33545 . 

Volume 871 Aug. 96) 

£5.50 

8700 

$ 


#32587 

KdlarfnstniCt 

s 

#33544 

Volume 86 (July 98) 

SS 50 

S7J0 

s 


#3Qt43 

Qonkev Kono Country 

ST300 

$17.50 

$ 

#33543 

Volume 95 (Junt 86) 

$5.50 

$7 00 

«? 


#23022 

Super Metroid 

£1300 

$1750 

s 

#33542 

. Volumr- a4 (May 9E) 

$550 

$7 00 

$ 


#27946 

StrcetFiqhter II Turbo 

S18.00 

$25.50 

s_ 

#33541 

Volume. 83 (Apr '9S) 

£5.50 

$7 00 

$ 


#27919 

MnnoPnlut 

ST3.00 

*17.50 

s 

#33540 

Vblumt-82(Mar 88) 

3550 

$7 00 

s 


#25958 

Top Secret Password Book 

$1800 

$25.50 

s 

#33539 . 

Volume SIlFcb. 08) 

S5 5Q 

37 00 

$ 


#25013 

Zelda—A Lmk to the Past 

$1600 

$25.50 

£ 

#32589 . 

_ VolumfeflOlJQn. 96) 

$550 

$7 00 

$ 


#24330 

Super NES 

S1HOO 

$2550 

$_ 

#27658 

Volume f»7 (Dec. 84) 

$550 

$7 00 

$ 


#22403 

NES Game Atlas 

S1BJJ0 

$2550 

s_ 

#27656 

Volume 65 lOct 34) 

$5.50 

$7 00 

$ 



Graphic Novela 





#35514 

Set 1 Vol KO-65) 

$24 00 

$26 00 

$ 


#27642 _ 

Lcqcnd of Zcldo C ornr Book 

S13.00 

$1750 

s_ 


#33347 

Set (Vol 74 79) 

$24 00 

$26 00 

$ 


, ? 27643 

Super f/ano AdvenliresCnmic 8-vik 

$12.00 

$16 QQ 

s 

#33346 . 

_ Set 1 Vol. 63-73) 

$24 00 

$26 00 

$ 








#33103 

SetlVol 56 61) 

$24 00 

S26 00 

$ 








#32581 

Set!Vo! 50 55) 

$24 QQ 

$26 00 

3 








#32530 

Set 1 VoL 44 49) 

$24 00 

£26 00 

$ 


Vftshingtcfi Sr?te :?ndcni3 art 4 5 2% sal-i Inx (fnultgty wbtf taf^y .n?2) Of ft 

rva'idwtili 

Subtotal * 


#28404 

V3”? 

Set 1 Vol 32 37) 

c r .f fv/ n | 9R-Otl 

$24 00 
$24 00 
$24 00 

$26 00 
$26 00 
*26 QQ 

S 

<C 


*5 rasu ttll'nv < ‘U; f lucp ^ *rjvruiy v poytncm ’ ^ T 

^ cracftt evi chxrnairm«i e wivfto;* sr*<n*jiu>ihs Salts (ax 5 


#26641 

_ oCtlVOI Off 

Sut(Vol 20 25) 

$ 



Nnlanda Pow^MadiuiM 

P0. Bo* 911132 


Total 

5 


#24848 . 

Set 1 Vol. 13-19) 

$24 00 

$25 00 

$_ 



Rafiiwrf wa wm sra 





#20885 . 

Set (Vol HO 

$24 00 

$26 00 

$ 









Note: lssurran>'tmt3not an tin kH tx* with* scH oat Wtin fcnrfnf own Fnn*iflCiM ont/hv*tog. 
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50 Winners 


DON'T HUNT BIONOSAURS 

WITHOUT ONE! 


YOUR VOTE 

couhts! 

YOV CAN'T WIN 
IF YOU DON'T 
SEND IT INI 


OFFICIAL CONTEST RULES 

Ho pnretinea necessary To enter, 
either fill ont the Player's Poll 
response card or print yonr name, 
address, tolophone numbei, Vbl 95, 
und Hie answer to the trww question 
on o plain 31/2" x 5" card Mail your 
entry to this address-, 

NINTENOO POWER 

PLAYER SPOLL VOL 95 

PO BOX 97062 

REOMONO. WA 98073 9762 

One entry per parson. please. All entries 
must he postmarked no letei than May t, 
1987 We arc act responsible for lost or 
misdirected mail On oi about Moy 15, 
1997, winners will be randomly drawn 
from amonq all eligible entries By 
ncceptmy thmr prizes, winners consent 
to the use of their names, photographs, 
oi other likenpsses foi the purpnsa of 
advertriHnu'nts nr promotwnft on behalf 
of “Nintendo Puwei* magenno ^nd 
Nintendo of Amerces Inc <N0A) without 
furthei compensation Pfizer om limited 
to one per household. Chances of win- 
mng me determined by the total number 
of eotnes received The ratio of prims to 
aotry cards dritnlmtei is 50:1,000,000 
No substitution of prizes is permitted. All 
prizes will be nwanfetf. To receive a list 
of winners, send your request to the 
address above niter Mny 31, 1997 
GRAND PW2E. The Grand Pnze Winner 
will travel to the nftices of Acclaim 
Entertainment's subsidiary. Iguana 
Entertainment m Aostio, Teicae 
Pniarsmmors at Iguana will digitize the 
winners (italics* nnl record his/her 
voice. Ruth tho bton(»S fcml vinca sam¬ 
ple will be used in ih* aoqud tu Turulc 
Diiu>soor Hunter If tta naqool t« Turak 
Omosooi Hunter ts unavailablo, Nintendo 
reserves the tight fo use the winner's 
likeness wrt Voice ui H ditterent ymm* 
developed hy Acclaim Grand Prize 
Wmih?r will oho reefing Tiuok- Bmns*ur 
Huntrr fir liie NOi EstuniU-d total volue 
of all prizes is S3.500 Sum* restrictions 
apply Vabd only m fte U S eod CdumfcL 
Void why io prulubited hy taw Not open 
to imptayues of NOA, its utfiTi3tcs, 
agencies or their inm«diot« frnnflie;. 
This contest is subject to dl federal, 
state and l-nrd faws und kfigutatjons 














T he clerk at the livestock store won't 
sell you chickens or cattle unless you 
have enough grass growing in and 
around your fields The amount of hay you 
have is not measured by the pile stacked in 
your silo or how much feed you buy at the 
store The clerk keeps track of the number 
of grass squares you have growing around 
your farm Remedy your purchase problem 
by buying and planting more grass seed 
during the spring, summer or fall 


The clerk behind the counter at the livestock 
store won't sell you animals that you can’t feed 


Plant more grass and store your hay .nside the silo 
until the clerk decides that you heve enough feed 


a 


■£ - 


WHY Cfill'T I ULK ItlY CQEIS? 


T here are several reasons why your 
cows might not product milk If 
you've just bought your cow from 
the store, you won't be able to milk her 
for at least 21 days, and only then if 
you take care of her every day You 


must feed, brush and talk to your cows 
once a day The happier your cow is, 
the more milk she'll produce If you're 
worried about time, don't sweat it-time 
stops whenever you step inside the cat- 
tie shed You'll also need to keep your 





cattle out of the rain and away from the 
moles in your field One final tip you 
need the milking machme before you 
can milk your cows Look for the 
device on sale tit your local General 
Store for a whopping 1800G 



It takes 21 days of brushing and feeding your 
store-bought ccw before she produces milk. 








SS2 


X; . i: • 


v* r T :&e?s, 


-♦v v 


If you brush and talk to your cow every day, 
she il gradually produce larger quantities of milk 



Don’t forget to buy the milking machine for your 
cows You’ll fmdtt fer sale at theGoneral Store 


mumo power 






























































S one of the toughest to reach in the 
entire game To find the barrel, Elfic 
the Elephant must complete the course 
with Parry the parallel bird flying over¬ 
head The best w^y to accomplish this 
task is to remember where the high obsta¬ 
cles are located in the stage and time your 
Jumps accordingly Your feathered friend 
will now transform into the Bonus Barrel 
when you reach the No Parry sign 


The trick to finding Stampede Spnnts third Bonus 
Barrel is to keep Parry with you through the stage. 


if you mumonzj the locations of the high obsta¬ 
cles in thest-ge Parry can go the distance. 




S ince the Ripsaw s chasing you 
throughout the entire stage, it's easy 
to miss the important details near 
the end of the level. Directly below the 


letter G is an invisible Auto-fire Barrel If 
you jump for it ; you r ll blast upward into 
an Invincibility Barrel The Invincibility 
Barrel takes the bite out of the saw 


blade Ride the saw to the top of the 
level where you'll find Korn and a Steel 
Barrel Stand above Kom and toss the 
barrel to the left to claim your prize 


If you time you r leap just right, you can spring for 
the invisible Auto-fire Barrel beneath the letter G 


The Auto-fire Barrel shoots you up into an 
Invincibility Barrel The npsaw can't hurt you now! 


At the top of the stage you'll find Koin and a 
Steel Barre' Bonk Koin and grab your DK Coin 





[UHEH£ IS THE 3TUJ BUMS BfiHHEL In 5U10QP! SHLUO? 


AM 




T he Bonus Barrel most players miss in 
Swoopy Salvo is located in the left 
tree trunk directly across from the No 
Squawks sign Instead of egging the Green 


Zinger and entering the right tree trunk, fly 
up the right side of the left trunk until you 
see Swoopys diving out ota hole Avoid the 
Swoopys and fly inside die left tree trunk 



There you'll see two Red Zingers dying 
around in a tight circle The bets are pro¬ 
tecting an invisible Bonus Barrel Duck the 
bees and make for the barrel 



Don't egg this pathetic Green Zinger Hold your 
fire and fly up the right side of the left tree trunk. 



Go against the Swoopy flow and fly into ths holo 
Inside you'll find two Red Zingers waiting for you. 



These circling Red Zingers are protecting an invisi¬ 
ble Bonus Barrel Divebetween the bees to find it 

VOLUME 95 @ 
































































T he only way to reach the Pink Bob- 
omb at the top of Wet-Dry World is 
to flood the entire level to the highest 
wafer level This is a time consuming task 
unless you know the trick If you jump into 
the highest part of the painting leading to 
Wet-Dry World, the stage will automati¬ 
cally flood The best way to jump in high 
is to execute a Backwards Somersault or a 


Triple Jump as you leap into the painting 


Reaching the Pink Bob-ombat the top of Vlfct- 
Dry World can take time, but there's a quick trick 


Jump into the highest part of the Wet-Dry 
World painting and you'll flood the entire stage 



r Hffllf DP I GET THE S:KTH BTflfl in TICK TiltH CtOCK? 


T he transparent star you find near the 
entrance of Tick Tock Clock is the 
sixth star In the stage You'll have to 
find all eight Red Coins to catch th:s star 


Jump inside the dock at the top or the 
hour, or when the big hand points to 
twelve If you jump in at that exact 
moment, the dock gears will freeze It's 


-J 


easier to get all the Red Coins when the 
dock is stopped After you collect the 
eight Red Coins, the Star will solidify and 
float up near the highest part of the dock 



If yoj want this star, you II have to find all eight 
Rad Coins gyrating around in Tick Tock Clock 



To freeze the rotating gizmos inside the clock, 
lump into tin* face when the big hand is at the top. 



Its easiest to collect ill eight Red Coins when the 
clock, is stopped and all the gears arc frozen 




Y ou'll need the Vanish Cap to reach 
the Star inside the Igloo You'll find 
the Vanish cap in the solid Blue 
Exclamation Block If the Blue Block is a 


blue vapor square, you'll need to retrace 
your steps and finish the Vanish Cap 
Course inside the moat To reach the Blue 
Exclamation Block inside the Igloo, exe¬ 


cute a Double Jump over the low ice 
wall Once you have the Vanish Cap, you 
can run through the rest of the ice wall 
inside the igloo and easily reach the star 



This stor is frozen in a solid block of ice inside 
the Igloo You'll need the Vanish cap to reach it 



Hit the Blue Exclamation Block to activate the 
Vanish Cap Now rur over and get your star 



If you don t have the Vanish Cap, return to the 
Castle Moat and complete the Vanish Cap Course 


4^ mnwo POWER 






































































One, Three, 

m Five and Eleven, youTI learn a 
Bonus Move. After you learn a 
Bonus Move, you must have a full 
Aggression Meter, to execute it If you 
lose your life or 25% of your health, the 
Aggression Meter will reset to zero To 
rebuild your Aggression, disengage from 
the battle or back away from your enemy 
until the meter is fully restored 


Bonus Moves can be used when your Aggression 
Meter is full Avoid damage until the materis fu I 



HD HI DQ I DEFEAT BD 



I15LEE? 




G overnor Amslee is waiting for you 
with his cutlass at the end of the 
Cove in Stage Eleven You can 
defeat him easily if you trap him in the 


far left comer Open your attack with 
a senes of Slide Kicks until he is 
pushed up against the left corner of 
the screen The Slide Kicks will knock 


him off balance Once he's down and 
trapped, you can hit him with .1 series 
of uppercuts or sweeps Repeat this 
until he resigns 



Don't let the bad Governor cut you up You don't 
hevo to use your sword to win the battle. 



Use a quick series of Slide Kicks to trap 
Governor Amslee in the far left corner 



Once Ainslee is trapped, you can finish him off 
with a rapid combination of uppercuts and sweeps 



In Canada Call: 
l-9Qfl-^5l-4Q0D 

(S20Q per minute. Callers undarTS 


Or write ta Couns-ilors' Cam^r, PO Box 97033 


(SI 50 per nwnutu Callers under tti 


- jjiDtfd parental permission 10 C'.iui «■ 

HI GOLD 

icumuuu, 

SUPER HlflRID RPG 

PfflDCCHID 

j ft; Is Kim Wu's Dragon Punch pop-up also a 

1 Special move ? 

ft: No. It's only a pop-up, not a Specia move 

ft*. My game docsn t save it y highest combo 
scores Why not? 

H: This is one of the features that does not 
save It resets whenever you turn off the 
powei- x 

ft; What do 1 get for finding all tha treasure 
boxes 7 

R; Nothing! But the Treasure Bax Monster in 
Manstro wii! tell you when you have them 

ft; What does the Fungi Lamp do 7 

R; The Fungi Lamp restores your HP and Ffi 
just like whenyou stay at an mn Stand in 
front of it and press the A Button. 

% —A ml m K & a 1 'W 

ft: Cen 1 enter any of the doors and wndows in 
the first stage 7 

R: Nu You can enter only the archways j 

ft; What is the purpose of the pages 7 

I; 

R; Collect the pages to gam special abilities, 
such as high jumping or attack spins. 

| 
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■ urn tm tibits on Hour trouble 
uifth notns from the Power pros 


Leave on the f*'FfflU fUay 

Marx thc43ir<J. i& the last enemy oq^ the - lanet Nova 
and the final opponent in Milky Way Wishes, the 
sixth game in Kirby Sdper Star. When you pluck all 
of A jarx'S leathers, you'll b*; able to fight your way 
through Kirby's Arina game, a fastpac^d, toum> 
**4nl fighting game. 


H HBt-R^ed SquenzfF Pfay 

Thru ©. 4 ' ,, ts the squeeze on youa^hlrf ivortie bar* 
h«sque pV If you “stand still too Ion hell tickle 
your toe* with fllckerfog flames. Even U you avoid 
being burned, he*II smash you flat between two 
crushing walls. Select a fast character and use the 
Soul Gem in this final fight .. 







































B Bf^BnWFIfck Trick 
Tfu floogcrsMftter is the Jinal freaky foe in 
boogerm jTs pick ancMIiefc adventure This totally 
gross enemy c4n fee fairly «. jy to defeat rt y u 
remefiPiber to switch sides of the room with him 
> b ry tiir. j he charges. If you don't, the come* 
qovw* will ht hr^fhlnkinj* and s^vIMiiUmw 


fflech'H^H fTladness^ mt - 
tienett* fteadslot is dancing i.sfunky two-step 
inside *h ivy metal mech robot at the end of the 

C , If you've iss^yoiir morph explosions and 
the weak spot, you'll stand z good ch nee of 
Gripping the gears in HeadslotV monstrous mech 
and sending the General out fur spare parts. 
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The UlInjF^e Sacrifice 

You'll encounter the Queen Alien in Surface Area 
#10 in the Red Hot mission. Contrary to what is 
mentioned in the instruction manual, the Blue Flame 
Thrower docs more damage to the Queen Alien than 
the Red Flame Thrower does. Just make sure that 
you conserve your blue fuel before the battle. 


Doit%)(j^urnQd by tHe Flamt 
Unlike otyer titles that feature bad bosses at the 
end of the game,. Prince of Persia II guards its 
ending with a fairly difficult puzzle. You'll have to 
defeat a sentry and jump in front of a burning 
torch to break the spell cast on the sleeping 
princess. ... * r 
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Bout>5Hjgral Kr||tos . f 

The gamej final encounter takes place in General 
Krytos's spaceship high above the earth. While 
you can select X-O Manowar, General Krytos has 
a tough time getting past lronman's Roundhouse 
Rick, If this is your first .attempt at beating the 
game, save your thumbs and go with Ironman. 


The final soldier in the Airship is tuugh, especially 
if you don't have a gun, but you can defeat him if 
vo« ft member his pattern and time your jumps. 
Alter you finish the stage, you'll have to choose 
I fie chalice that is the Holy Grail. If you make the 
wrong choice, your father will perish. 
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Hnocr- f^ \ieu il Out rf VisconfcM 
Visconty/the Devil is a green untile wailing for 
Ardy inside the Royal Throne room. You can't hurt 
Visconty until Don jdcoby shows up and destroys 
his purple force field. Then you can use the jet 
platform to blast up to Visconty and knock the 
scales right off 1 « 4 f 


Hi. Demon Gai^oy!^ transforms three tfrres 
tfote being defeated. At first he splits into two 
i»< Ml-shoot in 6 gargoyles After you h ft him 30 
I imes, his eyes shoot Jdfif beers When you hit 
hmi 40 moie times, his ehpffgcs -into three lying 
Hit him 50 mure times to win the game. 

















































BLAST CORPS 




Thimi& fun 


I CofllrolkrPak (14 date pages) 
I Memory Back-up 


I 1 -Huytr 
1 57 Singes 


There's a whole lot of shakin' going on in 
Nintendo's Blast Carps. 

Although most people think of the N64 as a machine that max¬ 
imizes creative fun, it can be used for destructive fun, as well 
In Blast Corps, players operate heavy demolition machines in 
order to save the world from a nuclear nightmare. Piloting 12 

machines of destruction 
through the dozens of areas 
where a leaking nuclear mis¬ 
sile vehicle must pass, play 
ers race against time to clear 
the way of obstacles that 
could make the nukes crash 
and blow That would be a 


bad thing The good thing is that you have serious machinery 
to work with—machines that slam, pulvenze, and crumble the 
foundations of any unfortunate building that gets in the way. 
Blast Corps also gives players freedom of choice—freedom to 
choose their own path and to choose which vehicle (from 
those available) that they will drive In addition to the stages 
where you knock over towns, Blast Corps has lots of bonus 
areas with special vehicles and goals The development team 
at Rare also included extensive help for the early stages of the 
game in the form of pop up messages and hints These mes¬ 
sages come in handy since the game includes a number of sub¬ 
goals, and each vehicle has very different demolition charac 
teristics But the real stand-out feature of Blast Corps is the 
graphics, including dramatic explosions, clouds of dust and 
smoke kicked up by your rampage Destruction for destruc¬ 
tion's sake may be fun for a while, but in the end, players find 
more satisfaction in mas¬ 
tering the different vehi¬ 
cles and overcoming the 
inventive obstacles in 
each stage Give this game 
a play and you'll see that it 
isn't all just smoke and 
broken mirrors 







Innovative game play Great graphics Lots of levels. 
© Tie play control for some vehicles is not intuitive 
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The Doom phenomenon begins onew on the 
Nintendo 64. 

When is a port not a port* In the case of Midway's Doom 64, 
the game is not a port because all the areas are new—new 
maps, new puzzles, new challenges The rest of the game is 
vintage Doom with several outstanding exceptions. Exception 
number one is that the 3- D graphics look more realistic than 

anything we've seen so far on 
the N64, and that's quite an 
achievement Doom 64 also 
moves faster and smoother 
than any previous incarna 
tion of Doom The sound is 
also exceptional, not to men 
tion being an essential part of 
the game play The stereo 
effects can clue you in on the direction of upcoming attacks or 
opening passages in other words, you can hear a door open to 
the left, then move in that direction to find it The game play 
remains Doom through and through, which may disappoint 
some players who expected more But Doom fans should 
rejoice now that they have the best of all possible Dooms In the 
game, you repnse the role of the lone space marine who 
encounters demons from another dimension The invaders have 
taken over an installation on one of the moons of Mars, so help 
is not likely. It is your job to stop the invasion before it spreads 
further, but all you have to help you in your mission is your own 
agility and the scattered weapons and items that you can pick 
up along the way It's an all out lead-fest with gore and goo pi I 
ing up in mounds, which accounts for the Mature rating But 
Doom defines the entire genre of 3-D shooters in the same way 
that Tetris defines puzzle games Everything else is compared to 
it In the case of Doom 64, the competition will be hard-pressed 
to match the game play experience or the graphics. 


0 

© 


Realistic, stunning 3-D graphics Fast True to the original Doom 
games 

Enemy animation too jerky 


I 







« KJJ?|rSJJAfiJTACK£R 

| S f -WinlendD/CE-MegBbif5> 





More masterful puzzle action from Nintendo. 

Kirby's three pals play the 
central role in this puzzle 
game from Nintendo 
Although the action looks a 
bit like Tetris Attack at a fast 
glance, the play turns out to 
be quite different. The best 
way to clear rows from the 
window is by sandwiching 
star pieces between two pal pieces of the same type Two Coos 
flanking three stars for example, will cancei out all five pieces 
The sandwich action can — 
take place horizontally or ™ 
vertically and larger chains 
earn extra stars that clear 
even more pieces from the 
screen Players can choose 
from four modes of play 
including Round Clear, Vs , 

Challenge, and Time Attack 
The Rules option teaches you how to play while the Records 
option keeps track of the best Challenge scores and times for 
Time Attack Kirby's animated antics liven up the victory 
screens and ihe Super Game Boy enhanced border and colors 
make the game more than suitable for play on the Super NES 
If the game seems simple at first, try cranking it up a few notch¬ 
es in difficulty With four levels of challenge, there's a speed for 
everybody There's even a hidden, super insane level of diffi¬ 
culty for masochists If you can survive more than a few 
moments on Insane, give yourself a medal This month, Power 
helps you get started on the road to insanity 





» 


0 



Seems simple, but :s very challenging and fun Four geme play 
modes Battery 

Kirby is just e figurehead Higher difficulty levels are truly 
demented 
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0 Poor games Id ooaPdk 
D Based no Gcjtip & Watch 


I- 1-Player 

I Battery backed-memory 


Return af the Game & Watch. j 

Game & Watch from Nintendo was a series of hand held game I 
units produced in the early to mid 1980s The series featured | 

LCD screens and games that 

Ko hntn timn II 


managed to be both simple 
and challenging Now, four o’" 
those games have been adapt¬ 
ed to Game Boy in Game & 
Watch Gallery The games 
include Oil Panic, Tire, 
Octopus and Manhole Don't 
expect any puzzle elements 
It's just pure reaction and increasing speed Sometimes that's all 
you want Gallery provides a quick escape to simpler times. 


Simple but engaging pl«y Four games in one Pak. Battery 
backed-up memory 

H:ghly repetitive Not very sophisticated compared to most other 
Nintendo GameBoy titles 



GtifllH 5 Wi 


f!iyCiW:l 


I 1-4 Plays* 
I Passwords 


n 4-Player adapter required jbftjfl 
f Ortgleally released in 1993 feSS 


Formula One racing reruns an Game Bay. 

v' urn t\r i mr v* ubi Soft's formula one racer 

for Game Boy is back on the 
road What you'll discover is 
a challenging race with sev¬ 
eral realistic features In addi¬ 
tion to racing against great 
drivers such as Andretti and 
Mansell, you'll find yourself 
on Internationa’ tracks with terrain, racing m cars with a van- I 
ety of famous, brand name equipment You must qualify to 
race in the Grand Pnx mode, but you can race just for fun or 
for the best time on any of the 17 tracks Up to four players can 
play in the unlikely event that you have four Pole Positions, 
four Game Boys, and a four player adapter to link them all 


Good features and several modes. Passwords. 

Qualifying, even for the first event, requires very fast times 
(Not a casual racer) 


p fnq y Pir l fc m — .. .. . 

■ - - - - — r - Jf you like the same types of games as our pro players, then check for his or her seal of approval. 

P] Scott-Sports, Simulations, Adventure flU Terry-RPGs, Simulations, Puzzles 


Henry-Fighting, Action, Sports 


Paul-fighting, Sports, Simulations, 


|Tp Dan-Action, Adventure, Puzzles 



1-‘- —^ .. w 

...... . 



Power Meter 

The Power Meter ratings 
are derived from pro eval¬ 
uations using a five point 
scale with five being the 

EEPBSSii 

m, _ 


hi chest score oossible for 


a category. 

—————==d 


(Q Leslie-RPGs, Simulations Adventure 



These Enlertammenl Software Ral ngs Board 
icons reflect appropmte ages for players To 
contact tfv ESRB regrading the rating system, call 1 -600-771-3772 
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> 



Early 

Childhood 

Milure 

(174-) 


SKA Kids to 
Adults 



m 


Teen 



Aduli 

<16+) 


Games thal were released prior lo the 
ln| commencement of the ratings syslem are 
designated N-R 
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Mark "Psycho" Vrttonc has a h<_avy hitting cball&n^e for 
Ken Griffey's Winnsrrg Run. How many Horr.^ Runs c m 
you hit in the Horn* Run Derby BEFORE you get your 
first ou’ Snap a photo of your f write bate ?r after you 
earn your first out, then sand ir in to the Arena.. Of 
course, you could bend the rules Jittle and keep swing- 
tha^ one out! The top tv. ntv-fiye sluggers will strut from 
amif’s and fhp rwi «^t an^ cHmrr^finn of th myc"< 


It's race d y, fins, 2 nd this month the W ve Race 64 cir¬ 
cuit fT'cfiu fffiRg up fffe -p 1 1 efid 3Ters of Drake Like. Sit 
your l ip count to thre^ on the Options Menu ind fill out 
your environmental imp ct statement. By now 




knows bout the turbo start trick, right? If you're scratch- 

in e your sunburn *d head, check out tip . 35 of the N64 Power Tips insert in the ! muary Bonus 
issue. The top twenty-five fastest tirr glide away with four Super Power St amps 


Yciu probably kr ^ftTick Tock Cloqjf on the th ird floor of the ^ 

castie is packerffu coins tnd trouble, but did you ever stop v \ll 2 glgj 

thdxclock to think- about how rr ai^coins you could find imong D 

the^v rs and gizmos inside? It might easier if yp^ould kpep 

the gears from turning. If ypg^i^t figure out^6w to stop it, 

checkout this month's Coulor'Gom- > then fnake like a M ,:io mouse nd run up the dock to see 
how many coins you cfin collerc^m! mt tv\ jnty-fiv a coin collectors pocket four Super Power Stamps 


CHALI ENGE #1 


KEN GRIFFEY JR.'S WINNING RUN 


CHALLENGE #2 


CHALLENGE #3 


SUPER MARIO 64 


Arc you ready for a treat? Match the fouled up foods with the correct game clue This quiz is just for 
fun Look for the answers m next month's Arena 


A. Mario dreams about it in his sleep 

B. Fastest growing crop m Harvest Moon.. 

C. The troops at Zcnan Bridge need it 

D. Hylian witches brew it to make powerful potions 
E . Yoshi spits it at foes ' * 

F . EarthBound's most expensive meal 

G. Bosh: is always willing to race for it 

H. Nibbia gets mad n he eats it 


Cookie 

Magic Mushroom 
Brain Food Lunch 
jerky 
Radish 

Green Watermelon 
Lurch in 
Ravioli 
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APRIEIS 


Middle!own, OH 
Sheboygan, W1 
Lemoore, CA 
Brookfield, Wl 
Lmdale, TX 
Battle Ground, WA 
Quebec City, PQ 
Redmond, WA 
Strasburg, OH 
Bronx, MUMI 
Ozfivfa, Wl 
las Vegas, MV 
Redwood Valley, CA 
Fredericton, NO “ 
Lucerne Valley, CA 


Ryan Barrett 
Andrew Beckett 
Brandyn Bonbrake 
Harry B rammer 
Brian Campbell 
Jesse Chase 
Samuel Coopw 
Ryan Cunningham 
Kai Dessedter 
Hal Dworkis 
Ryan Fisher 
fame# TJ ague 
Travis Harper 
JaHWi'Hiitt 
Chris Hunter 
Kichic Johnson 
Josh Kaminsky 
Israel Knight 
Robert Land* "W 
Timmy Lee 
Andy Long 
Nicholas Marston 
Rusty Moyher 
Vincenl Niou 
Brad Parrack 
Bnan Rechlsteiner 
Sean BobhnK 
Billy Rozcll 
Aaron Schnabel 
Oavid Senlz 
Dusfan Sikora 
Galen Smith 
Kenny Sundberg 
Paul Tremrti 
Bryan Wagner 
JJ Whisler 
€nc Wu 
Kwok Yuen 


Telly L$e_ Lincoln, AtA - 

GrejrPrtudt Aurora, OH 

Pei vk Taylor Solon, OH 

Jackson Wood- Beaumont CA 
Paul Carlson New Hope, MN 

Kevin Hagerman H inland, CA 
Ben Reed Tucson, A 2 - Ip 

Chris Toyzan Marshall, Ml 

Paul Kucher SaginaW, Mb 

Trevor Porter Wiarton, ON 


Oavid Ascxdi 
Ken Banks 
Jacob Benrud 
Ricky Bogatek 
Bill Bowen 
Pat Britton 
Ben Burnett 
Andrew' Burton 
Eddie Cassidy ^ 


r M ega man X3 

Completed tht Blast Hornet Stage first 
(Volume bb) 

Dearborn, Ml 
Edison, NJ 
Miami, FL 
Farmington, WV 
Fort Colbrts, CO 
Toledo, OH’ 
Portland, OK 
Mission Viejo, CA 
Astoria, NY i 
* ?San Jose, CA 


Milpitas, CA 
H^ilson, OH 
Dove Creek, CO 
Miami, FL 

SeafontJTEtaql 
Pasadena, TX 
Alrpa, Ml 
Sat jamento, £A 
*PaJo Alto, CA 
Riverside, CA 
Cincinnati, OH 
Albany, NY 
Wynantskill, NY 
Eugene, OR 
Grafton, VA 
Massillon, OH 
Mt. Morris, NY--'' 
Satellite Beach, Ft 
Sparta* NT f “ 
Shavurtown, PA 
Glenederi Beach, OR 
Troy, Ml 

League City, TX ^1 


Todd Anderson 
Pal rick Brady 
Tomas Oisal 
Logan Chefren 
Ryan Cloyd 
Christophei Davit 
Adam Gallucci 
Mike Herman 
John Hershberger 
Steven Isaacson 


Philippe Poirier 
Adam Say 
Jobn-ScotJ^W 


Kyle Bradfield 
Mike ITigbee 
Mike Randall 
Mike Vollmer 
Phillip Wetand 

Geoff Archer 
Klint Bagger 
Mike Urodie 


KIRBY'S SUPER STAR 
DELUXE 

Best Times for Gran Pnx Mode in 
Gourmel Race (Volume BBT 
Jamie Freedman Ann Arbor, Ml IfaS? 

Michael Clarke Sepulveda, CA 1 ,( >7 

Joel Wetk Wolcott, CT J SB 


Write your name, address and Mumbor Numbor on 
the back of your photo Challenges in this issue 
must be received no later than May 10,1997 The 
_top qualifiers receive Super Power Stamps 


100 ' scorer in ill six worlds (Voluit it 7' 
lifts r attf Wichita, KS 


k^edsbux 


ason Antorn 


RlENA 


JeifDeTrenbw e 

, Fish. rs t IN 

Oil3.0O 

Xtemck 

Ind daittlcvi^ 

^•43 mk 

Irandon Pj 5 a.ll 

Olympia, WA 

0:1310 


m 

Mike Scow 

Schombers ON 

0:1340 

in Matson 


-1-39.76 r l 

Jod Truman 

Grind Kupids, Ml 

0:1310 

Alex Morfow 

IrviOu, CA 

15936 % 

Chip Webster 

St James, MO 

013 10 

Brian Sulisz 

Brossoile, Ml 

2 07.60 , 

Steve Barnes 

Bellingham, WA 

0 13.20 

Raghav Reddy 

Morganton, NC 

2.00.06 

Sieve Derr 

W«l Newton, PA 

013 20 





013 20 
0*13.20^ 
0:13,20 
0:13^20: ' 
0:13.30 
0:13.30 
013 30 
0-13.30 
0.13 40 
013 40 


PILOTWINC S 


Turned the corner in the ice cave with the 
Hang Glider and lived to take a picture! 
(Volume 90) ' 

Ryan Acosta Longwood, FL 

Ryan Frscher Fishers, IN 

m ^ 

SUPER MARIO 64 ' 

131 stars in Big Boo's Haunt (Volum*- 9* 


Bristol, Rl 
Ridgecrest, CA 
Onafaskn, Wl 
Nobleton, ON 
Nvp onset, IL 
Lake Orion, Ml 
West Chester, OH 
Seattle, WA 
Coral Spnngs, FL 


Michael & Kenny Chang Orange, CA 
Andrew' Cieply ~ k Barneveld, NY 
Ryan Cloyd 
Jonathan Coumoyer 
Steven Dennis 


Fort Collins, CO 
Kdval, PQ 
Gibbon Glade, PA 


Stephen Kin>» III 

.Suquamish, WA 

Brian Donadio 

K 

Clemmons, NC 

Alex Long 

Middletown, OH 

Shawn Fogarty 

North. Brookfield, MA 

BlrMffler 

GranPwille, MD 

Pascal Lemieinc 

SI Aniome, PQ 

Anthony Ndiewal 

- Yonkers, NY 

Daniel Llamas 

Van Nuys, CA 

Mark Shaw^ 

San Jose, CA 

Brian Jawor&ki 

Red Bank, NJ 

gfssc Sliingleron 

St Marys, WV 

Michad Johnson 

Weatherford, TX 

Bobby Sollars 

St Joseph, MO 

James Kan 

. Brampton, ON 

Charles Stcinlcraus 

I'apiUion, NE 

Ryan Kozar 

Aurora, OH 

Dean Steward 

Atlanta, TX 

Peter Kruger 

Huntington, NY 

Daniel Townsend 

Northndge, CA 

Jacques Lamarche 

St Hubert, PQ 

Mich ail Truong 

Los Angel 0\ 

Ryan Hayes . 

Dayton, QH 

TungVu 

Westminster, CA 

Jamall Hughes 

Axis, At r 

Tommy Wong 

a T N* , l. 

San Francisco, CA 

John Montgomery 

Vallejo, CA 

Tony 

^ ■* 

Lubbock, T*./ J 

Adam Pallesen f 

Wesl Palm Belch, FL 


* __ 

Adam Phillips •* 

Newton, NC 


lie Bizard, PQ 
Mississauga, ON 
Gimli, MB 
Manhassct Hills, NY 
Mike and Ian Sutherland Madison, NJ 

Channahon, IL 
Manitowoc, Wl 
North Olmsted, OH 


Includn ycur Supnr NES or N64mtM photo of your Address entries to- 
high score. Dim the lights and theritakea few pho- POWER PLAYERS’ ARENA 
tos without a flash If you're taking n photo of a PD BCX 97033 

Game Boy, place it on a flat sui faca REDMOND, WA 98073-9733 
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Kong Country. Thu action focuses on Yo»hi, once more, 
trusty train of eggs prove to be the perfect weapon for 
tilled with Shyguys, Spinys and other familiar baddies. Shoul 
the cuteness of the imagery make you question the game irif 
however, ask anyone who forged throu »’ the o'- i 
Island for the Super NES—they'll 

tell you that the game was no Jt 

cakewalk* As for ,the whining | v 

baby Mario, no sign of die little • w * * 

fyke has- shown gp hut 

the developers M ' * *!*■ > At % ** 
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month we had so many shots from Japan on Zebra 
and Star Fox 64 dial we didn't have space I 
the latest shots of Yoshi's Island 64. Thi 
gets fop billing. We don't have a lot o 
e, which is due for release later thi 
a picture of pure Miyamoto and 
Tezuka magic. The 
Vl-D game, as it is 
being called by 
Yoshi's director* 


rturcs 3-D re ' 
id graphics in * 
‘de-scrolling 
e effect 


If you're looking for April Fools, 
don't look here. All the news 
from around the world on N64 A 
development passes through M 

Pak Watch first No fooling, fl 

This month, we take a further H 
peek at Yoshi's Island 64 and S 
Star Fox 64, and we have a spe- \ 
clal report on Kcmco's Top Gear i 
Rally. As for Super NES players, 
keep your systems plugged in 
because Lost Vikings II is on the way. 
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Q tnr Fox 64, due for release in 
• North America in late June, 
will appear m japan in April, 
if is essentially complete in 
its Japanese form at this time The most 
reex nt version seen at Pak Witch int luded 
four-p'ayor action, which is an all-new 
mode for the Star Fox series In Bailie 
Mode, up to four players plus in the con¬ 
troller and choose from the foui mam 
characters (Since they're all friends, you might like to think of 
it as a training simulation ) The battle takes place m i 3-D 
area, both on land and in the sky You begin with either tanks 
or Arwings, and rf you lose the first vehicle, you'll move, into 
the other automatically The idea is simply to zip about ind 
blast the other players while wording being hit yourself The 
first player to collect three stars, or kills, wins the match 

Although you might 
think that the Arwings 
would rule this mode, 
the ground tanks turn 
otd to be fiercely com¬ 
petitive in addition to 
the*r patented rollover 
dodging move, Tie 
tanks can jump up with 
I rocket boosters and 
fy short distances. 
Nintendo of America 


plans to include the Rumble Pak with Star Fox 64 as a packed 
m accessory (Previously, we reterred to this device as the Jolt 
Pak) The Rumble Pak is a device that plugs into the Controller 
Pak slot and vibrates to enhance the action taking place in the 
game You actually feel 
your ship taking hits or 
accelerating through 
space through your 
Controller Star Fox 64 
will be released this 
June in North America, 
bu t N i ntendo Power will 
preview the finished 
Japanese version of the 
game next month 























Y/ TOP GEAR 
' RALLY LOOKS ^ 
LIKE THE BEST RACER 
JN THE WORKS FOR/ 
THE N64 /A 


■■j^k ak Watch headed across Into to Boss Game Studios ’' 
recently to take d test drive of Top Gear R.illy from 
Kemco. We Churned within appreciation.for the * 

Work beji*g dont^ at Boss grid itching for tile completion 

K fafly. this month, Pak Watch introduces the *" * 

leaturc-^our yvay 91 bringing .you more in depth 

4 deVelo[>riicnt'and the people on. the cutting ~ > 

r^--\7 Jfp ’ r V;>„ -C ^1P!% 

ditoss before,W knew to expect wildlife in the *V£ 

office; The per capita number of pets, particularly reptiles, ft * 

inhabiting Boss piobably keeps the .local mouse merchant in ‘m&> ky 

business, and we're talking onttputw peripherals her*. t>0/ 

piJt i. Ilk' th. dropped ^ 

,91111; heads when we 'entered the, office of Colin' Gordon, Boss's 

VP of product Development. "You Should se# some of the reac- Although there .ire just four courses, each 
{■?P S 1 g^.-frofii jpeopje•.^I^bnr^act. happe^y joked the affable fae.es during the game, including races* •'» 

Some of fhc special effects being devcloJ 
drama to these conditions* We marvel A 
beingtuSed, which-become evident injfl 
at night or in the bright sunshine/ *. ^BB 
a .subtle touch, *they add a, 
distinct measure of reality PpT 

that make surfaces look' IB 82 #tV 
metallic or glassy. Subtle B| E2jl 
shadingJs iised in the fr» .'. 

tures on, the cars* th- > 


104mph 


rianS stran 
!e*i artist 

Gabriel Gateia 
3-D mr'afar 

brian Fehtfrau 
last pi igrammci 


























model er.Using as«fcw tlit&c bugs 4 '. vyil 
as ,200 polygons on squashed by the ffl 

KJL1 J"[ . 1 some of the models game is releaSttf. | 

Eg«r feS might tend' to make the courses them 

( , vi » the cars look flat ^ith each />ne has 4 } 

I -? i I sharp edges, # but terrain theniesuch 

(T^ B| Gabriel use* shaded * ' desert, the muuntari 

BkJ"—— - *** * I textqr.es: ^to make ttye seashore and the s 

flat panels look rourid . but 'the terrain 
or curved. Gabriel had his hands full researching sdtne Of the widely along each 
tars/One Porsdic Was .so rare that he was able to findonty a sin- We had Gabriel e* 

gle photograph of the ■vehicle by searching through countless. the actual, distance 
books, magazines and the'Wortd Wide Wjeb. s EventuaNy^he^ 'jAL.' courses W'b£ bj 
found a ci*r cohector in Colorado who provided a good, four, and five n 

photograph, -tf/ \• t-'-jTt* * ®f three *n 


rivers in the neighborhood 
e one lap, and each race 
the one-player Grand Prix 
Ip choice of-three cars in 
Khs, each circuit consist- 
I ^ch of the four tracks. 
Dbalure bolter cars and 
fifftwi Hob promise* that 
Mw < lorjipuU r. u \ real- 


' Rally will inrclu3$ nine cars and two secret vehe 
cles> ; >yhich yve T «rre$wgrn Pot to reveal. (Bqt' jStmiim 
believe us, they are both unexpected.) In tf|e 
Japanese version oi the game, »ix of the cars 
will be completely new. One of the coblest 
extras in Top- Gear Rally will be the custom c * x • vTSl 
choices that you can make and * then j^ive with a ' 

j-- 4 ^jjy I Payers will be*able > 

~ 4 I to change nojt only the! 

* . colors of panels on the 

W ] car, but ldgo§ "a» well. 

'' (there s onv logo that 
LjwPower readers will 

........ ^ | -instantly ■’ recognize-/) 

rn m «** ^ ; ftnd that's just the 

beginning, YoU'W atso/be abfi* to customize* the engines* tires, 
transtnission^ ^ispetBiqn^Gqntroller setup and* degree of analog 
tfiQsio;n.of th^ N$4 Cdntrdller. fhe *->V' r £ 

last two opdoos should help you out 
on thb road, and that's what really . f\7 

-«*• ' (jA a 

The highlight of 'the tour came 
when we got to take Top Gear Rail) % 

oUt foY a spin. At this stagi^onlyihc rgj||»T 1 “ 

desert course wasdrivable, but even LjElLfc 

so, the play control that Rob Povey 
had talked about was already evi- 
deni. You U*1 solidly in control ol /I 


scurfs* 


iil ^ tHTP 




* * 








I magineer's King of -Ms'-Jt _ i 

though it isn't currently && &&#*- *=* 

scheduled foL release in North L - ^ 

America, we thought you might . i& 

like to take a look. Affectionately 

known as Big Head Baseball here W 

if Nintendo, the game has a Ja JE # ., ■ 

familiar, arcade-cartoon feel, but ~ 

it delivers serious baseball in 3-D and includes the official teams 
from Japan's Professional Baseball League. At the plate, you can 


But perhaps the 
coolest part of 
King of Pro is the 
*5 animation. The 

% game switches 

PxlT M camera ^ views 
\A show your 

large-headed 
piayers making 
| the play in dra¬ 
matic close-ups 
while the voice-over enthusi¬ 
astically calls the action, 

ove your swing zone around to make solid contact on any although in Japanese. The ani- 
rike. From the mound, your pitchers hurl a repertoire of last- mation really picks up when 

tlb, curves and other pitches into a strike zone that shows up you screw up. For example, 

(cr the plate. Talk about control. Out in the field, fly balls drop some players turn into ice 

* nio a w h'* e circle that turns when they strike out We've 
red if your defensive player had a lot of fun with this game 

moves within catching range, here at Power, and we hope 

vur ^ B^nphical the game makes it to the 

an d intuitive. West in an English version. 
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I t's taken a long time, but Interplay's tunny, 
funky Norsemen have returned to grace the 
Super NES with another puzzling adven 
, lure. The Lost Vikings JJ proves that you 

don't need 64-bits to have fun if you have cre¬ 
ative developers. In the original Lost Vikings, Eric the 
sivift, Baleog the Fierce and Olaf the Stout teamed up 
tj» bumble their way through some devilishly clever 
side-scrolling stages. The trick to playing the Vikings is 
tt> use each of the character's skills to progress through 
various puzzles and traps. You can switch from one 
Viking to another, move them along to where their 
sjolb are needed, then move another Viking. In the new 
adventure, our three hearty heroes are joined by two 
itew companions who add their own skills to the mix. 
One is Scorch the magic dragon, who would like to see 
tjie sea. (Ho, ho.) The other is a werewolf named Fang, 
Vj/ith thirty-one stages in five worlds to conquer, not to 
mention constant jokes, pratfalls and gags. The Lost 
Vikings H will make you keep your Super NES plugged 
in for a long time to come. Next month. Power will fea¬ 
ture in-depth game play strategies for the video Vikings. 
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F or .ill >«ju fantasy *5 i ” ♦* 0 
immersive- action, wet • H 
Interactive. This faithful “• 

. Windows 95 game ft am .1 

Raven Software) features owgn mO wa* 
tirseperson, Gothic environment. But what hh 

w fr* 1 >,,(W 04 

» ■&* '' the four-plave mode 

r,olrs ' mages «u tt* 

Pit' fyr SKi aoA »*««**«■ 


i.ir them and engage them m hand-to-hand combat Vou can 
walk you can run and you can ily, but the Serpent Riders 
...dvr air* that you cannot hide. For players who enjoy spell 
munx mure than commando action, Hexen may prove to he 
.» breath of fresh air. 

mm 95 


almost a live 
vnee, or you C 






































POWER SOURCE 
SWITCH 

After two years of double-duty, Nintendo Power Source is 
moving exclusively to the World Wide Web and closing 
down its site on America Online, "it just makes more sense 



: to put everything in one place/' said Geoff Rainville, who 
heads up Nintendo's on-line presence. Recent improve¬ 
ments in the capabilities of the Internet will allow Power 
Source to continue all of its popular events, hosted chat 
forums, contests and 
other interactive 
ties. It should also speed 
up the process of putting 
new materials on the site 
since only one version 
has to be made. And in 
the future, the Web is where innovation will happen first, 
bringing you more graphics, sound and interactivity. If 
you're looking for Nintendo Power Source on the Web, 
head to the following address: WWW.NJNTENDO.COM. 
We'll see you there. 


Ylm 
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[lifrlCO EXTREME 


Kemco is. so happy with the work done by Boss Studios on 
Top Gear Rally (see the Top Gear Rally special feature on 
the previous page) that they have signed them up for the 
next project, an N64 Showboarding game. Although it's too 
[. early' to give details about this game, Kemco wants it to 
reflect the extreme feel of the sport. Oliver Miyashita, 
Marketing Manager of Kernco here in the United States, told 
your Pnk Patrol that the game could be finished as early as 
next winter. Talk about living on the edge. 

i >ARADIGM 
- AXES FLIGHT 

In lanuary we reported on Sonic Wings Assault, a unique 
fighter game in the works at Paradigm Entertainment—the 
I same folks who worked with Mr. Miyamoto on Pilotwings 
( 64. That game is now headed to North America thanks to 
(l publisher. Me O'River, and the North American version is 
■ being called Aerofighter Assault. Paradigm's experience 
l with military simulations gives it the knowledge to recreate 
some of the hottest fighter jets in the world for this game. 
Players will scream at supersonic speeds in both U.S. and 
Russian planes. But Paradigm has learned that sims aren't 
necessarily the same thing as games, so they've taken a page 
i out of Japanese monster movies and added a twist to 
! Aerofightcrs. The action takes place in the future—a future 
in which giant monsters menace humanity. Your job as an 
ace aerofighter is to bomb and strafe the brutes. It may not 
be original, but the combination of realistic flight sim action 
with fantastic monsters could be a winner. 



40REGAME BOY 

CLASSICS 

. % 

Game Boy games never die, they just become classics and 
are rereleased at special prices. That seems to be the work¬ 
ing theory at several publishers, including Interplay, Namco, 
Sunsoft and Black Pearl. The latest returnees include the 
entire Fun Pak series from Interplay, including Casino Fun 
Pak and Solitaire Fun Pak. Each Fun Pak game contains sev¬ 
eral classic games, so you get a lot for your money. Namco's 
popular Pac-Man and Ms. Pac-Man will return to the stores 
this spring, as well. Black Pearl will rerelease Super Star 
Wars: Return of the Jedi and Toy Story. At Sunsoft, the word 
is that Daffy Duck, Looney Tunes, Speedy Gonzalez and 
Taz-Man»a will all make return appearances. 




ERE&E2 BOY LIVES!! 

We have heard officially that Freak Boy from Virgin 
interactive has taken on a new life. During the on-again, off- 
again lifetime of this project, Freak Boy has moved from 
being a sort of action puzzle game to a shooter and now 
back again to the action puzzle realm. The project leader, 
Mark Kelly, is very excited about the renewed direction of 
the game. He explained that the game will feature a unique 
puzzle strategy in which your character uses a wide assort¬ 
ment of tools or items on three body zones: head, torso and 
legs. The success of your strategy, or how you use the tools, 
will determine whether or not you move on to the next 
area. The goal in the game is to collect 40 orbs in several 
very alien worlds. Mark described the nature of each world 
•to being based on some phenomenon, such as light, energy 
or motion. The nature of these worlds is reflected in the 
puzzles that you must solve. For instance, in the light world, 
you might enter an area in which the enemies are attracted 
to light. If you have the right tool, say a flashlight, you can 
use it as a decoy to draw the baddies away from where you 
want to go. Mark promised to give Pak Watch the first 
exclusive pictures of the revamped Freak Boy as soon as 
possible. (He also said that the pictures appearing in various 
publications claiming to be Freak Boy arc actually from a 
very old demo that has little in common with the new game, 
which just goes to prove that you should never believe any¬ 
thing unless you see it in Pak Watch.) Apparently, Virgin 
considers Freak Boy to be one of its potentially biggest hits 
for the end of the year. We hope to take an early look at this 
enigmatic game sometime in the next few weeks. We'll let 




you know what we see. 

MIDWAY GEARS UP 

Midway Home Entertainment continues to be the Dream 
Team member with the most dreams, and the most titles for 
the N64 currently in the works. The latest games said to be 
underway at Midway's Atari Games development house 


mam power 




include arcade racmg hit San Francisco Rush and 3-D fighter, 
Mace. Both games will be developed by the Same group that 
put together Wayne Gretzky's 3-D Hockey. Early reports from 
Midway claim that both games are^isually stunning. Work will 
continue through the summer for an expected release date 
sometime before the end of the year. 

Elsewhere in the Midway fold, work continues on Robotron 
X and WarGods. We hope to have some new screen shots of 
both games within the next month, so stay tuned. If all goes 
smoothly, you could be playing these games sometime over the 
summer. We have also heard that work probably woft't begin 
on Joust X until Robotron X is finished. Perhaps even bigger 
news is that Midway plans to make an N64 version of Mortal 
Kombat Mythologies—a side-scrolling action game starring 
Sub-Zero and utilizing 3-D backgrounds and live areas. A new 
3-D fighting game called BioFrcaks has been approved at 
Midway, as well. The concept is that, in a post-apocalyptic 
world, tribes, have created bionically enhanced champions 
who fight to settle the disputes of the tribes. 


N64 k-«MAL 



What else is happening in the world of the N64? Lots. Here's 
just a taste. Konami has decided to push ahead with a version 
of | League Perfect Striker for the North American market In 
|apan, the highly acclaimed 
soccer game has shown just 
how realistic sports video 
games can be. Konami's U.S/ 
subsidiary has just been wait¬ 
ing for the green light to bring 
the game across the Pacific. 

We have further word that 
Konami will develop a second N54 game for the U.S. and 
Canada using their in-house development group in Illinois. 

Acclaim's plans for the N64 keep expanding. The most 
recent titles to be put forth as possible N64 games include Jam 
Extreme and Magic: The Gathering. Jam Extreme would be 
based on the NBA Jam license, while Magic would be an elec¬ 
tronic version of the popular trading card game from Wizards 
of the Coast Both games are tentalively scheduled for release 
in 1988. 


^*.vnrr3i b \ jrimm 
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At Ocean, in addition to Mission: Impossible and Space 
Circus, we have heard that a third game may soon be under¬ 
way in the U.K. We don't have any specs yet on Ultra Chopper, 
but the group that will design the game has previously created 
some stunning flight sims. 

Finally, from GT Interactive, it seems that Duke Nukem 3-D 
is back on track. It was considered DOA for a while because of 
the mature nature of the PC version. The idea now is to make 
significant changes to the N64 Duke Nukem, changes that 
should make for a more involving game. Play in tbe current 
■ Duke Nukem game leans heavily to the shooter side of action 
games. GT Interactive has proposed that the N64 game 
include a wider scope of activities, making it more of an adven¬ 
ture. It may not be as racy as the PC game, but it should be 
more fun. 
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I'VJ.WWTIUvc 

I» WWh WtwilcnunUr The An* te G-me 
154. X-ften. Muln-1 Arv.cjlvf*c 
l?5, Zoo)* 

Gam« Buy 

I-A Adventure IsIm” 

1117 Aladdin 
13l .\lim C^rw?* 

150. Arana nun 

I ftl AMerrxds/MBHlECcnunanrt 
14!. BaulfAmu fftshindcn 


Itt HaftWZ. c/SapcrfUraknul 

167 Mm? Si-, lukckiu 

1M The tu.-r 5unnv Ox* CaMV? 

I'i5 C»'j> Tun I rw 

l« CuJicsnnU Ailvcnft^c 

l/J C*Alcvnnlan MmonP* JUrvvnrc 

I4J LViWrcdr/MillhfcHic 

\M College3»m 

17? On Ira Thf Allen Wan. 

171 CuflRmal W»M 

172 lVf-Wcf/kir»« 

171. D* v(Tl StTii.?- 

174. Dt-ncy'n rbwrUo 

175. Dm key Kwf. Ural 

I7C Di«J.cy Kone Urnl 2. CAM/n Konr 

.y Korj- ^ 

: 7*, Or Man* 

179. l>a*onl foan 
I ftl Cartrn'rann hm 
Ml EarthworiU Jin> 2 
I'll FIR\S0oa.T-f6 
1ST niASiXon’// 

IW 4in-l FunPak 

WR. Frank Thome* Kiv Hurt Ibeckil 

|H6GolaHa/Ub,VMU 
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ia». 
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IW.ioiiv-’* Dn-amUiul 
7i> kOrtrt'nDream Lund 2 
201 KlrW? PmWr Uum 
XC. Kilhy >5lra 5udi« 

IP UmVuirRhin* American Qulieratt 
MU TheUil«ui U#a.4cto link'* 


2U5 The I >>n Kirar 
3k. I nanpy 1 \>n-> 

2C Maddm-96 

rm M rl-JeVadrans 

-W Mu» nPkrew 

2IP.MreaMan 

211 Mm* Man V 

211M rtroii IL lUtam ol 5a dun 


213. Melc Mama 
2H-Minrirr M«* 

215 M-xUJ K—<’t* n 
2lVMnr«3lK«'n!w*3 
317 Ms Pj e-Man 
210. NnAJom 

J|*.NHA|Wi aunumeni Kdinno 

22i WA I3*o TT, 

221 MIL -W 

222. Nlnr! Mamed's IS^rtl Chmnnwnahip 

311. OijWp«Su«iLiVBr Grau 

Z24. pprmUBiN C 

Z25 P.»c Min 

22S_ PGATpht hivilH oiuiI 

327 RKatu-mas 

71*.. Pn+otimk Man 

227 Pnnui Fa« 

mohcri 

Til mrnlralSrinftnvn 
231 S« jet liHadnv 
2H3. Stir Tn-L Ccmviilhms 
131 Slnvi F-hFvt 
mhtu«4ltM*T 

Super Marin Und 

237 Super Mario Ural a. t GvMe* Cunu 

M.Supr Arlufn^fhcjell 

IW S.«*-d i IHpcU 
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?« Tc-.rlsAlU.-k 
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345 Tr vn ft Pumhu 
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247 Titus the fox 

34k lov btciry 

240 Tncfc ft riclt 

250 Urban Slrlkr 

S WStalHs 
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2» Wpir* Uiul So in c >tmo Und 
2 M WWI Kaw 
W Z oof 
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2W WarGous 
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VW \\WCh/era 

XL WUralw J 3 
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These Nintendo Power issues arc available individually Add 
them to your collection! They contain these exciting features' 

Volume 76 (Sep '95) Kill* r Iran nrc. Doom Red Alarm VB 
Goll Casilc\ ama.Dratiila X,HieM. lsL Dnmnn The Bruce Lee 
Sion Gnhga/GalaxinivDonke) Kong LandS Tht-Svndicatc. 
ChronoTriggei Rmnance of the liircc Kingdoms IV, H Lincoln 
icM Arakinva profile 

Volume 77 (Oct. '95). SuperMano World2-^b.sln^Island 
H.mii.m I uruu^PnniaUcage, AAAI HE Real Monsi^i s. Mega 
M in 7 Venic.d J orrc.PamciVmibcr Al.iridm{GR),C i\ ilizniion. 
Secret of Evermore Super Mario RPG prtticw S|xu Is Scene 

Volume 7 H (Nov. '95) Mortal Komi>ai 3 Spidcrmnn nnd\fenom 
Sqxir.iliin i Aiixki v Big Ski Trooper, Bongt-i man, loon 
WalCiwoi IdB), \ u uiaI League Baseball; Killerfirstiiict(OB) 
Super Reiurn of ihcjcd) Dcfcndci /Joust, WizardsRc.ilm St mi 
of r vo more, NES Anmvci sar\ C^flebi <uion,Spoi isScene 

Volume 79 (Dec '95) Donkc\ Kong Com Hi \ 2“ Dulllv sKoni* 

Qi lest, Wa no Land (\ B) Waterworla, Sports Scene, W\\ f 
vvreMit Mama 1 he 4rc.idet.aine, Veg is Stakes (GB). Mortal 
Kumliai Sff.IfyMocIm'iiriini 30w lYhanSinke, Slioshuikai 


Volume 86 guiy'96) ESRcpoil TilolWint^04 Mortal Komhai 
Xi ilof»\ BASS.VLtsinstJassie ProFfli inn Supei M.u ioRPC. 
Gfuliengt Bent die Bosspai i one Iron M,ui/vOMnnowni In 
Heai \ Metal Brainies Kirbi Super Shu, IhiisAnaek,\V«uei 
Wen ld,Di,igon Hoppei Lve of liie Beholder Star Ocean Sword 
ofHopcII pan iwo 

Volume 97 (Aut ‘96) Ietn> Altai kOscar Kubv Supci Slai part 
one. Mam i h4 mA Socc< i 07 lb ban Sink.' TOme Grei/ki s3- 
D1 lockewBeni die Boss pan iwo T G lint Bin Porkei, Power 
RangcrsZLO-Bailie R.ichn 7eni Rai eis,Dnnkc\ KongLandS 
Mai volbvjxr Heroes; War of the Gnus, Mole M "iia,l*irc 
Emblem NESEpitx 

Volume 88 (Sep. '96)- Super Mario 64 PiloiWuigs64.Realm 
Kn b> Si iper Si ar pari Ifto, Donkc\ Kong Lai id 2 L)idd\ s Kong 

S liest Piraxrhio Nb4 Lai inch, Ouisn I'SA Lndmo luiok. 

inosaui Humei.Dmikrs koneOmnin 3 DixieKougsDouble 
Trouble,Priiiceui Persia2,MaulMallartl SimC.ilv, War 3011> The 
Revolution 

Volume 99 (Oct. *96): UlnmaicMorialKonibut 3,Shadows of 
die Pin pi it i <mnc Dnnkev KonsHxxnm v 3. Dixit Kong's Double 
Trouble,SiieelFigliin Ahili.i Ms. PicManJImileart 
Adventure Snpci Mai ioKPG lmtniew mill St rgcru Miynmoio, 
Telns Altai k(f»lj) T Bnalezone/Snpei Breaknu 

Volume 90 (Nov 96) Donkci Kong Country S Dixie Kongs 
Double Troii ble Wave Race 64, BLisi (..urns. Shadows of die 
FnmirLcamic St.M Wms,Supci Maim 64 SiniCin 2000 Mnm 
Mallard. Ivl (.ard Game, Arcade's Grealcsi Hits IbshnidenfGB). 
LidiaTL 

Volume 91 (Dt*c '96) Killer Iustinci Gold, WanicGrdzhi ^ 3-D 
Hocks uigmiK Si.ir W.ir'cSliadousofdieLiiipnE 

Donkci KongCnunin 3. Dixit'kongs Double 1 rouble Pm 2, 
iJltmiaie Mortal hnmoai H Mai vd Supci Heroes. Wai of die 
(.i nivTav-Mam.Vi. leopard) Shadows of iJi e Empire comir, 
Wave featc 64 Sit allies. 

Vo I um* 92 (Jan '97) SinrWhrsqShailowsof l he Empn*<\ Special 
ShosliiuUi Report. Mano Kanb 1, NBA 1 iiuigUmc.Crutsn 
U5,/VDonke\ KongC onnii i 3D i\il Kong ^DoubleTi on bit— 
ThcLosi Woild Magic Box (’^isjx'r SlimlwsofthcEiiipnt: 
comic Ben I ihc Boss. Game Bov Si n all (.lassi cs. 

j 

Volume 93 (Feb. '97). Supci Mario Kiui hi Siai Wars.Sliailnvvs 
nf llieFinpui Ui,illtiig<,roiius,GoldenEve007 TnrokrDuios*iui 
Hi i i il ei^ lop Gear 300b Kmgof riglutis Mole Man jo, Nb J 
CximvoilcrPak Gel Em i o Co, Siai v\ais Shadows of die fcmpu t* 
comic HanrstMixm Mar vein is, 

Volume 94 (Mar '97) Turuk Dmusain Hnutc Pcnvei Award 
Nmnm.il inns D«.kmi i o 4 Sujrei ManoKanfvX ivl Gold Advanced 
Combos lheLegend of /elda-l.mkh Awakening The 
llunchliackol NuireDmic Beal the Bosses Super Mano RPG, 
TU A Soccer 64 Game ol die Fiuuvc C nniesi Hti vesl Miion 

Use the Back Issuc/TIp Book Order Form In this issue to 
order past Nintendo Power issues and books, or call our 
Consumer Service department at 1-880-255-3700 to order by 
phon^ with Visa or MasterCard 


Jfv turbo-charged 
pages of shortcuts, 
secrets and winning 
strategies! 
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Our goaf is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo am only interested fa preserving classic magazines 

that are at leasts years out of print 

We have no desire or Intention to profit from these fa any way. 

So please. If you come acmes people trying to aeti these releases, don't support them! 


Thank You and ENJOY! 



